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Gaming machine 





(57) A pachi-slot gaming machine is disclosed hav- 
ing a two-dimensional code displayed on a twoTdlmen- 
sional code display area at the end of a game. A camera 
of a mobile phone captures the two-dimensional code for 
transmission to a server. The two-dimensional code, 
transmitted to the server, is converted by a conversion 



program tor the two-dimensional code into gaming intor- 
mation to be.transmitted back to the mobile phone. Fur- 
ther, gaming infomiation, acquired by the mobile phone. 
Is able to be returned to the pachi-slot gaming machine 
as the two-dimensional code via an image capture device 
of the pachi-slot gaming machine, thereby enabling al- 
teration of gaming infomiation as needed. 
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Description 

BACKGROUND OF THE INVENTION 

1. Field of the Invention 5 

[0001] The present invention relates to a gaming ma- 
chine, a control method for the gaming machine, a game 
system including such a gaming machine, a server for 
use in such a game system, a mobile device and a game 
program and, more particularly, a gaming machine dis- 
plays code information in wh\ch infonnation (hereinafter 
referred to as personal information), involving a gaming 
outcome of a player, is coded into, for instance, a BAR 
code orthe like while providing a playerw/ith various serv- is 
ices on a game program, to be executed on the gaming 
machine, depending on code information displayed over 
the gaming machine. 

2. Description of the Related Art 20 

[0002] In recent years, music and images as effects 
for use in pachinko-gaming machines and pachi-slot ma- 
chines (slot-gaming machines) (Japanese Slot Ma- 
chines), have not been formed in simplified natures for 2s 
the purpose of merely for notifying players starts of a 
"BB" (Big Bonus) and an "RB" (Regular Bonus) and have 
been using characters, featuring popular comic/anima- 
tion characters (hereinafter, referred to as "character(s)") 
or famous music such as those ranked in hit charts. so 
[0003] Further, a home-use gaming-machine industry 
have been getting a large sale in video games which 
simulate slot-gaming machines/pachinko-gaming ma- 
chines installed in game arcades. 

[0004] Furthermore, in the related art, it has been a 35 
usual practice for a plurality of kinds of gaming machines 
to be installed in the game arcades. Moreover, even in 
the game arcade has the gaming machines with the same 
models, since each internal setting of the installed gahi- 
ing machines are different one another, there is a case "O 
where the player winning the game or loosing the game 
even plays with the same models of the gaming ma- 
chines. Under such a background, the player records 
gaming outcomes, resulting from games practiced by 
himself, on, for instance, a notebook and makes analysis ''5 
on such, gaming outcomes for the purpose of playing a 
game next time with an advantage. 
[0005] Japanese Patent Application Laid Open Publi- 
cation No. P2005-046479 discloses a gaming machine 
available to display a graph over a liquid crystal display so 
device in relation to a history of the numbers of game 
medals (coins) winning on games of the gaming machine. 
The gaming machine, disclosed in this invention, display 
a difference between the number of winning game med- 
als and the number of used medals over the liquid crystal 55 
display device so as to notify the player with information 
on a timing at which the game is to be completed such 
that the player is able to finish the game under an advan- 



tageous condition. 

[0006] However, although the gaming machine, dis- 
closed in the above-described invention, is able to pro- 
vide a graphical display of the number of winning game 
medals on the game currently practiced while notifying 
the play er with an appropriate timing for the cun-ent game 
to be finished, a difficulty has been encountered in accu- 
mulating information, related to current game, on infor- 
mation related to the games-practiced last time or last 
but one time in the relevant gaming machine. Moreover, 
with this gaming machine, since the graphical display is 
merely provided on the liquid crystal display device, a 
need arises for the player to do troublesome work to jot 
down a note on a notebook in order to obtain gaming 
infomnation provided in graphical display. 
[0007] Further, there are many probabilities for the 
players, who aspire for the winning, to accumulate gam- 
ing information and analyze accumulated gaming infor- 
mation to develop strategies for subsequent games. For 
instance, it sometimes happens for the player to check 
a model of a gaming machine, which is compatible with 
the player, and a tendency of the gaming machine. Thus, 
for the purpose of accumulating gaming information for 
analysis, troublesome work needs to be continuously 
done for each game, causing an issue to occur with the 
resultant increase in load of the player. 
[0008] Further, as set forth above, as popularities on 
theslot-gaming machine and pachinko-gaming machine 
increase, the number of players, who have the thinking 
to effectively use the gaming information, is increasing 
in recent years. For instance, it is a short avenue for be- 
ginners of the games in reaching their proficiencies on 
games to analyze the gaming information and expert 
players have capabilities of utilizing such gaming Infor- 
mation as strong execution guides with an aim for con- 
tinued winnings. 

[0009] Furthennore, in the related art, depending on 
the game arcades in which gaming machines, such as 
slot-gaming machines and pachinko-gaming machines, 
are installed, there are game arcades in which as a bonus 
state ("BB" or "RB") starts when a specified condition is 
satisfied, effects are provided to allow the player to have 
further increased excitement. For instance, in cases 
where "BB" or "RB" has started on the gaming machine, 
services are provided including notification given to the 
player by making announcement in the game arcade or 
by varying BGM. With such services, the player is able 
to have further increased excitement on "BB" or "RB". 
[0010] Further, with the gaming machine related to the 
related art invention (Japanese Patent Application Laid 
Open Publication No. P2005-046479), while if the "BB" 
or "RB" has started, effects are provided with a view to 
increasing the excitement on the payout of the number 
of gaming media determined in the gaming machine or 
starts of "BB" or "RB", no more function will be provided 
on the gaming machine per se. That is, as the gaming 
machine commences "BB" or "RB" in the specified sym- 
bols set forth above, some sort of services to be provided 
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are made by employees of the game arcade and the em- 
ployees of the game arcades confirm the starts of "BB" 
or "RB" upon which personal sen/ices are provided. 
Therefore, this results in issues with the occun-ence of 
an increase in employment cost. In addition, In cases s 
where "BB" or "RB" occurs on a plurality of players at the 
same time, the employees are preoccupied with resulting 
responses with the occun-ence of issues wherein the 
game arcade provides no services to the player. More- 
over, although such services are of the nature in which »o 
advantages are provided to the players, no advantage 
appears on the gaming machine manufacturer. Thus, the 
emergence of services with the advantages for the gam- 
ing machine manufacturer is highly expected. Particular- 
ly, as the popularities of the slot-gaming machine or the is 
Pachinko-gaming machines increase, the players have 
ardent supports or attachments for characters or music, 
etc., used in the effect of the gaming machine provided 
by a certain gaming machine manufacturer and the 
number of maniacal customers for the gaming machine 20 
manufacturer increases. Under such an actual situation, 
it has been expected for a service to be provided by the 
gaming machine manufacturer so as to allow the player 
to have support and attachment for a gaming machine 
of the same gaming machine manufacturer. 25 
[0011] Further, products related to the gaming ma- 
chine have been increased its popularities. Despite such 
a phenomenon provides the gaming machine manufac- 
turer with advantages for the gaming machine of the own 
manufacturer in obtaining supports of the players, no ad- so 
vantage exists forthe game arcade. For this reason, un- 
der a current situation wherein maniacal customers for 
the gaming machine manufacturer are increasing in re- 
cent years, appearance of a service has been expected 
to provide a capability of causing a support of a player 35 
on the gaming machine manufacturer to be united to an 
ability to pull in more customers in the game arcade. 

SUMMARY OF THE INVENTION 

- 40. 

[001 2] The present invention has been completed with 
a view to addressing such issues of the related art and 
has an object to provide a gaming machine, which dis- 
plays code infonnation, resulting from coding personal 
information, such as a lottery outcome or the like of a « 
player, depending on a gamins state, and a game system 
that can provides various services depending on code 
information displayed over the gaming machine. 
[001 3] To achieve the above object, one aspect of the 
present invention provides a gaming machine compris- so 
ing: a display device; a lottery device; a gaming state 
varying device varying a gaming state of the gaming ma- 
chine depending on a lottery outcome resulting from the 
lottery device; a code information display device display- 
ing code information depending on the gaming state so ss 
that an external image capture device captures the code 
information; and a code information readout device read- 
ing out the code information. 



[0014] The present invention, whose second issue is 
to address the problems encountered in the related art 
setforth above and related to a gaming machine, a game 
system equipped with the gaming machine, a server, a 
mobile device and a gaming device (Video game), and 
a program to be executed in the gaming device, more 
particularly, has an object to provide a gaming machine, 
arranged to display code information, such as bar code, 
depending on a gaming state, and various services to a 
player on a game program executed on the gaming de- 
vice. 

[0015] To achieve such an object, another aspect of 
the present invention provides a gaming machine oper- 
ative to be used In a game system having a gaming device 
which includes an interface through which game-related 
infomnation is inputted from an outside and executes a 
game based on a game program depending on the 
game-related information inputted via the interface, and 
the gaming machine, the gaming machine comprising: a 
display device; a lottery device; a gaming state varying 
device varying a gaming state depending on a lottery 
outcome resulting from the lottery device, wherein the 
display device further includes a code infonnation display 
device displaying code information, function as the 
game-related information or key infonnation for obtaining 
the game-related infonnation, which is readable with an 
external image capture device depending on the gaming 
state varied by the gaming state varying device. 

BRIEF DESCRIPTION OF tHE DRAWINGS 

[0016] 

FIG. 1 is an illustrative view typically showing a game 
system of first to third embodiments according to the 
present invention, 

FIG. 2 Is an exterior perspective view of a gaming 
machine (pachi-slot gaming machine) of the first to 
third embodiments! 
— FIGt^ is an-illustratlve view showing a panel display 
section, a liquid crystal display and a fixed display 
section of the gaming machine in an enliarged scale. 
FIG. 4 is an illustrative view showing an example of 
symbols drawn on outer peripheries of respective 
reels of the gaming machine. 
FIG. 5 is an award table showing the relationship 
among a winning symbol combination in respective 
gaming states, winning combinations and the 
number of medals being paid out. 
FIG. 6 is a block diagram of a main control circuit of 
the gamlngmachine of thefirstto third embodiments. 
FIG. 7 is a block diagram of a sub-control circuit of 
the gaming machine of first to fifth embodiments. 
FIGS. 8A and 8B are illustrative views showing a 
start command and a bonus gaming state alteration 
designating command. 

FIGS. 9A to 9C are illustrative view showing a win- 
ning command, a gaming medal insertion command 
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and a display control command. 

FIGS. 10A and 10B are Illustrative views showing 

one examples of odds lottery tables, with FIG. 10A - 

showing the odds lottery table for use in a regular 

gaming state while FIG 1 0B shows the odds lottery 5 

table for use in a "BB" gaming state. 

FIG 1 1 is an illustrative view regarding a concept in 

which a two-dimensional code 30 is obtained using 

a mobile phone. 

FIG 1 2 is an illustrative view during a mode in which Jo 
the two-dimensional code 30 is obtained by the gam- 
ing machine of the first to third embodiments. 
FIG 1 3 is a flowchart of a control operation program 
of a CPU In the main control circuit of the gaming 
machine of the first to third embodiments. is 
FIG 1 4 is a flowchart of the control operation program 
of the GPU in the main control circuit of the gaming 
machine of the first to third embodiments. 
FIG 1 5 is a flowchart of a gaming data acquiring proc- 
ess to be executed in the gaming machine of the first 20 
to third embodiments. 

FIG 1 6 is aflowchart of a recognition process for the 
two-dimensional code 30 to be executed in the gam- 
ing machine of the first to third embodiments. 
FIG 1 7 is aflowchart of an accumulated medal clear- 25 
ing process to be executed in the gaming machine 
of the first to third embodiments. 
FIG 18 is a flowchart of an encoding process of a 
sub-control circuit of the gaming machine of the first 
to third embodiments. so 
FIG 1 9 is a flowchart of a command receiving proc- 
ess of the sub-control circuit of the gaming machine 
of the first to third embodiments. 
FIG. 20 Is a flowchart of a display control process of 
the sub-control circuit of the gaming machine of the 3S 
first to third embodiments. 

FIG 21 is a flowchart of a character display process 
to be executed in a display control process of the 
first to third embodiments. 

FIGS. 22Ato 22D are illustrative views of characters "O 
to be displayed by the character display process. 
FIG. 23 is an exterior perspective view of a mobile 
phone fomiing the game system of the first to fifth 
embodiments. 

FIG. 24 is an exterior perspective view of the mobile 45 
phone, forming the game system of the first to fifth 
embodiments, in a folded state. 
FIG. 25 is a block diagram showing a control system 
of the mobile phone of the first to fifth embodiments. 
FIG. 26 is a block diagram of a server fomning the so 
game system of the first to fifth embodiments. 
FIG 27 is a flowchart showing a process to be exe- 
cuted in the mobile phone in the game system of the 
first embodiment. 

FIG. 28 is a display example appearing when, ac- 55 
quired gaming data is displayed over a liquid crystal 
display of the mobile phone. 
FIG. 29 is an illustrative view typically showing a 



game system of a second embodiment according to 
the present invention. 

FIG 30 is aflowchart showing a process to be exe- 
cuted between a mobile phone and a server in the 
game system of the second embodiment. 
FIG. 31 is an Illustrative view typically showing a 
game system of a third embodiment. 
FIG. 32 is a flowchart showing a process to be exe- 
cuted between a mobile phone and a server in a 
game system of a third embodiment. 
FIG. 33 is an illustrative view typically showing a 
game system of fourth and fifth embodiments. 
FIG. 34 is an exterior perspective view of a gaming 
machine (pachi-slot gaming machine) of the fourth 
and fifth embodiments. 

FIG 35 is an Illustrative view showing a panel display 
section, a liquid crystal display and a fixed display 
section of the gaming machine of the fourth end fifth 
embodiments in an enlarged scale. 
FIG 36 is a block diagram of a main control circuit of 
the gaming machine of the fourth and fifth embodi- 
ments. 

FIG. 37 is aflowchart of a control operation program 
of a CPU in a main control circuit of the gaming ma- 
chine of the fourth and fifth embodiments. 
FIG. 38 is a flowchart of the control operation pro- 
gram of the CPU in the main control circuit of the 
gaming machine of the fourth and fifth embodiments. 
FIG. 39 is a flowchart of a command receiving proc- 
ess of a sub-control circuit of the gaming machine 
of the fourth and fifth embodiments. 
FIG 40 is an illustrative view showing one example 
of a premium lottery table for use in a premium lottery 
process. 

FIG 41 is a flowchart of an encoding process of the 
sub-control circuit of the gaming machine of the 
fourth and fifth embodiments. 
FIG 42 is a flowchart of a display control process of 
the sub-control circuit of the gaming machine of the 
fourth and fifth embodiments. 
FIG 43 is a flowchart showing a process to be exe- 
cuted between a mobile phone and a server in the 
game system of the fourth embodiment. 
FIG. 44 is a flowchart of a recognition process for 
the two-dimensional code 30 to be executed in the 
fourth and fifth embodiments. 
FIGS. 45A and 45B are illustrative views of the game 
system of the fourth and fifth embodiments. FIG 45A 
shows a case in which an awaiting image is won as 
premium data and FIG 45B shows a case wherein 
password data is won as premium data. 
FIG 46 is an exterior perspective view of a gaming 
device fomning the game system of the fourth and 
fifth embodiments. 

FIG 47 is a block diagram showing a control systeni 
of the gaming device. 

FIG. 48 is a flowchart of a game program to be ex- 
ecuted by the gaming device. 
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FIGS. 49A and 49B are illustrative views (first exam- 
ple) showing a display mode of a game display sec- 
tion when the game program is executed. 
FIGS. 50A and SOB are illustrative views (second 
example) showing a display mode of the game dis- 
play section when the game program Is executed. 
FIGS. 51A and 51B are illustrative views (third ex- 
ample) showing a display mode of the game display 
section when the game program is executed. 
FIG. 52 is a flowchart showing a process to be exe- 
cuted between the mobile phone and the server in 
the ganhe system of the fifth embodiment. 

DETAILED DESCRIPTION OF THE INVENTION 

[First Embodiment] 

(Structure of Game system) 

[0017] FIG. 1 is a network structure showing one ex- 
ample of a game system of a first embodiment. The game 
system comprises a pachi-slot gaming machine 1 having 
an image capture device 25, a mobile phone 1 00 with a 
camera 101 as an image capture device (external image 
capture device), and a server 130 operative to transmit 
data to and receive the same from the mobile phone 1 00 
on radio over the Internet. 

[001 8] With the pachi-slot gaming machine 1 , reels 3L, 
3C, 3R (see FIGS. 2 and 3) are rotated upon operation 
of a start lever 10 and operating stop buttons 1L, 11 C, 
1 1 R allows symbols (see FIG. 4) on respective outer pe- 
ripheries of the reels 3L, 30, 3R to be aligned on a pre- 
detemilned winning combination so as to payout a 
number of medals (coins) depending on a kind of winning 
combination. During operation of a player to finish the 
game, executing a predetenmined operation allows infor- 
mation (gaming data), related to current game, and a 
two-dimensional code (code infonmation) 30 which is 
generated based on coded gaming data involving infor- 
mation (hereinafter, i^eferred to "as "gaming infonnation", 
the gaming information is Infomnation which includes past 
gaming result data) related to the game in the past, to be 
displayed over a two-dimensional code display area 24. 
The player is enabled to capture the two-dimensional 
code 30 in image using the camera 101 of the mobile 
phone 100. 

[0019] In the meanwhile, when starting a game, the 
player, who has the two-dimensional code 30 which is 
•stored in his/her mobile phone 100, operates a shutter 
button 26 (see FIG. 1 2) mounted on the gaming machine 
1 to cause the image capture device 25 to capture the 
two-dimensional code 30 displayed on a liquid crystal 
display (display device) 1 05 of the mobile phone 1 00 to 
allow the same to be read out by the pachi-slot gaming 
machine 1 . This enables gaming infomiation of the past 
to be reflected on the curent game to store gaming in- 
formation. 

. [0020] The mobile phone 100 has a first function (func- 



tion as a converter) in which a conversion program 1 33, 
which is preinstalled on a memory 104, converses the 
captured coded image data into the two-dimensional 
code 30. Thereafter, the conversion program 133 gen- 

5 erates the gaming data based on the conversed and de- 
coded two-dimensional code 30. Additionally, as a sec- 
ond function (function as a display device), the image 
data which is coded based on the two-dimensional code 
30 Is displayed over the liquid crystal display 105, ena- 

10 bling the pachi-slot gaming machine 1 to read out the 
gaming data. 

[0021] When the mobile phone 100 functions its first 
function described above, in response to a request from 
the mobile phone 1 00, the server 130 transmits the con- 

15 version program 1 33 for two-dimensional code 30, pre- 
liminarily stored in a database 132, to the mobile phone 
100 (a first function of the server 130). Further, in cases 
where the mobile phone 100 transmits image data in- 
volving the second-dimensional code 30 (thus, the mo- 

20 bile phone 100 functions its second function described 
above), a CPU 135 of the server 130 executes the con- 
version program 1 33 for two-dimensional code 30 for de- 
coding the two-dimensional code 30 inside the server 
130 perse. Moreover, the server 130 transmits the gam- 

25 ing data, resulting from decoding the two-dimensional 
code 30 (decoded gaming data), to the mobile phone 
1 00. That is, in this case, the server 1 30 perse practices 
encoding operation (as a second function of the server) 
in the server 130. 

30 [0022] Thus, with the game system of the presently 
filed embodiment, upon operation of the playerto capture 
the image of the two-dimensional code 30, displayed over 
the liquid crystal display device 31, with the camera 101 
of the mobile phone 100, the player is enabled to obtain 

35 the two-dimensional code 30. Displaying the gaming da- 
ta, resulting from the two-dimensional code 30, over the 
liquid crystal display 1 05 enables the player to grasp con- 
tent of the gaming data. Also, by displaying the two-di- 
mensional code 30, acquired in such a way described 

10 ' above, "over the liquid crystal display 1 05 of the mobile 
phone 1 00 to allow this two-dimensional code 30 to be 
captured with the image capture device 25 of the 
pachi-slot gaming machine 1, the player is enabled to 
play new game with the gaming machine with the cap- 
e's tured two-dimensional code 30 including the past gaming 
data of the player. And it is also possible to update the 
gaming data after terminated the new game. 
[0023] The pachi-slot gaming machine 1 , incorporated 
in the game system mentioned above, corresponds to a 

50 gaming machine of the present invention. The present 
invention is not limited to such an example of the gaming 
machine and may preferably include a pachinko-gaming 
machine, a slot machine, etc. 

[0024] While the presently filed embodiment is de- 
55 scribed with reference to an exemplary case in which 
code infonnation is comprised of the two-dimensional 
code 30, code infonnation may include not only the 
two-dimensional code 30 but also one-dimensional code 
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(BAR code). Further, while the presently filed embodi- 
ment is described in respect of a case in which the two-di- 
mensional code 30 is employed, it is, of course, to be 
appreciated that the present invention is not limited to 
such an exemplary case and it may be possible to use a 
QR code (Registered Trade Mark) forming one kind of 
the two-dimensional code 30. Particularly, as shown in 
the presently filed embodiment, in cases where the code 
information, displayed as an image, is transferred 
through an image capture device such as a camera, it 
may be more preferable to use the QR code that is less 
subjective to adverse affects such as blurring of images 
during operation to perform image capture. The QR code 
is a code that is standardized under ISO (International 
Organization for Standardization) and JIS (Japanese In- 
dustrial Standards) and has a capability of representing 
the maximum alphanumeric characters of approximately 
4300 characters and Kanji (Chinese characters) and Ka- 
takana (one kind of Japanese syllabary characters) of 
approximately 1 800 characters under a version 40. Thus, 
there are mobile phones with 42 models that are opera- 
tive to read out a version 10 (representing the alphanu- 
meric characters of approximately 1 74 to 395 characters 
and kanji characters and katakana of 74 to 167 charac- 
ters) under a version 1 0 at the point of August, 2004. As 
used herein, the term "operative to read out" means that 
application software, such as a code information conver- 
sion device (code infonmation conversion program) 133, 
is preliminarily installed in a mobile phone, and the code 
information conversion device converses/decodes a QR 
code (code information) obtained with the image capture 
device whereby generating a predetemriined URL and 
characters which are coded in the QR code. 
[0025] The mobile phone 1 00 corresponds to a mobile 
device of the present Invention. Also, the present inven- 
tion is not particularly limited to the mobile device of the 
present invention provided that the mobile device in- 
cludes an image capture device operative to transmit da- 
ta and receive the same from a server 1 30 6veraMfworl<r ' 
and may include, for instance, a personal digital assistant 
(a so-called PDA) and a mobile terminal for the above 
game system only. 

[0026] Further, while the first embodiment is described 
with reference to a case wherein data is transmitted and 
received between the mobile phone 100 and the server 
130, the present invention is not limited to such an ex- 
ample and may be arranged to allow data to be transmit- 
ted and received between associated component parts 
over a cable line. That is, the network in the present in- 
vention may include a cable network and a radio network. 

(Structure of Pachi-slot Gaming Machine) 

[0027] FIG 2 is a perspective view typically showing 
one example of the pachi-slot gaming machine shown in 
FIG 1. While the pachi-slot gaming machine 1 is of a 
gaming machine that makes it possible for a player to 
play a game using, in addition to coins, medals ortokens. 



gaming media such as a card, etc., afforded to the player 
or stored with infonnation of a gaming value to be afford- 
ed, the pachi-slot gaming machine 1 will be hereunder 
described as using medals. 
5 [0028] A liquid crystal display device 31 is mounted in 
front of a cabinet 2 by which an overall structure of the 
pachi-slot gaming machine 1 isfomried.The liquid crystal 
display device 31 is configured to change its penneabillty 
related to any area, that is a part of or entire are of the 

'0 liquid crystal display 31 , hence it is possible to display 
the two-dimensional code 30 as code information on the 
desired position. That is, the liquid crystal display device 
31 functions as a code infonnation display device. 
[0029] Further, the three reels 3L, 3C, 3R are located 

'5 on a rear side of the liquid crystal display device 31 as 
variable display devices. The three reels 3L, 3C, 3R have 
respective outer peripheries provided with identification 
infonnation S such as a plurality of symbols, respectively, 
(see FIG. 4) and line up in single file from left to right. 

20 [0030] A pedestal 4, having a horizontal surface, is 
formed on the cabinet 1 in an area below the liquid crystal 
display device 31 . A medal insertion slot 6 and an accu- 
mulated medal-clearing switch 74 are disposed on a right 
side of the pedestal 4 and a 1-BET button 5a, a MAXI- 

25 MUM-BET switch 5b and the shutter button 26, by which 
the image capture device 25 described below is operat- 
ed, are disposed in the pedestal 4 on a left side thereof. 
[0031] In the meanwhile, a C/P button 7 is disposed in 
front of the pedestal 4 at a left-leaning side thereof to 

30 switchover credit/payout of medals obtained in playing 
of the player upon depressive operation thereof. If "Pay- 
ouf mode is selected upon switchover operation of the 
C/P button 7, medals are paid out from a medal payout 
opening 8 provided in a ifront area at a lower part thereof 

35 with paid out medals being accumulated in a medal re- 
ceiver 9. In contrast, if "Credit" mode is selected, a value 
of the number of medals is stored in a memory (such as, 
for instance, a control RAM 43 (see FIG. 6), etc., which 
will be "described fater) incorporated in the pachi-slot 

<o gaming machine 1 . 

[0032] A start lever (variable display start device) 10 
is mounted on the pedestal 4 in an area at a left side of 
the C/P button 7 for rotating capabilities within a prede- 
termined angular range for the purpose of permitting the 

'IS player to operate to rotate the reels 3L, 3C, 3R to begin 
variable display of the symbols S within symbol display 
areas 21 L, 21 C, 21 R formed in the liquid crystal display 
device 31. Three stop buttons (variable display stop de- 
vices) 11 L, 11 C, 1 1 R are disposed on a central area of 

so the pedestal 4 In front thereof for the purpose of stopping 
rotating the three reels 3L, 3C, SR. 
[0033] Further, a "O" button 1 4a, a "X" button 14b and 
a button (+ shape button) 15 are mounted in front of 
the pedestal 4 at a right side thereof. Actuating the "O" 

55 button 1 4a, the °X" button 1 4b and the "-t-" button 1 5 en- 
ables a display screen of the liquid crystal display device 
31 to be switched over and various inputs to be entered. 
Mounted on upper areas of the cabinet 2 at left and right 
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sides thereof are speakers 12L, 12R between which an 
award display panel 1 3 is disposed to designate a com- 
bination of winning symbols and.the number of medals 
to be awarded. 

[0034] Also, while the first embodiment 1 is described s 
with reference to a case wherein the liquid crystal display 
device 31 , function as the code infomriation display de- 
vice, is located in front of the reels 3L, 3C, 3R, the present 
invention is not limited to a particular position in which 
the code infomiation display device is located. Moreover, »o 
while the presently filed embodiment is described with 
reference to a case wherein the liquid crystal display de- 
vice 31 functions as.the code information display device 
and also functions as a display device to display effect 
images, etc., the present invention may be implemented »5 
such that a display device, by which the effect images, 
etc., are provided, and the display device code informa- 
tion display device are separately provided. 
[0035] Subsequently, referring to FIG 3, description is 
made of a panel display section 2a, a liquid crystal display 20 
section 2b and a fixed display section 2c that are fonned 
on the surface of the liquid crystal display device 31, re- 
spectively. FIG 3 is a viewfor illustrating the panel display 
section 2a, the liquid crystal display section 2b and the 
fixed display-section 2c in an enlarged scale. 25 
[0036] The panel display section 2a is comprised with 
a bonus gaming information display unit 16, 1-BETIamps 
17a to 1 7c, a payout display unit 1 8, a credit display unit 
19 and the image capture device 25. The bonus gaming 
information display unit 16 further includes seven-seg- 30 
ment LEDs to display the gaming information, such as 
the number of times available for play in RB games and 
the number of winning times available in RB games, etc., 
during operation practiced In a bonus game. The 1-BET 
lamp 1 7a, the 2-BET lamp 1 7b and the MAXIMUM-BET 35 
lamp 1 7c are lightedon depending on the numberof med- 
als (hereinafter referred to as a BET number) bet on a 
single game. The single game is completed when all the 
reels 3L, 3C, 3R are caused to stop or when the medals 
have been completely paid out during payout operation -x) 
of the medals. Moreover, acentral line on the liquid crys- 
tal display section 2b indicates one of winning lines L. 
The winning line L is activated depending on the number 
of medals being used. The determination as to whether 
the winning combination is present is made upon dis- 4s 
criminating whether or not the symbols S of the reels 3L, 
3C, 3R are aligned on the winning line Lin a predeter- 
mined winning combination. 

[0037] The payout display unit 1 8 is configured to dis- 
play the number of medals to be paid out when the win- so 
ning combination is established and the credit display 
unit 19 is configured to display the number of medals 
being accumulated (in credit). These display units are 
comprised of seven-segment display devices, respec- 
tively. The image capture device 25 has an interior in 5S 
which a digital camera (not shown) is mounted and func- 
tions as a section to capture an object in front of the image 
capture device 25 in response to depressive operation 



of the shutter button 26 to allow the resulting image to 
be stored as image data. The Image capture device 25 
con-esponds to a code infonnation readout device. 
[0038] The liquid crystal display section 2b Includes 
symbol the display areas 21 L. 21 C, 21 R, window frame 
display areas 22L, 22C, 22 R, an effect display area 23 
and a two-dimensional code display area 24. The effect 
display area 23 and the two-dimensional code display 
area 24 provide displays whose contents vary depending 
on operations.of the liquid crystal display device 31 in a 
manner as will be described below. 
[0039] Further, the symbol display areas 21 L, 21C, 
21 R are located in areas associated with the respective 
reels 3L, 3C, 3R for displaying symbols S disposed on 
the reels 3L, 3C, 3R while providing a variety of effect 
displays. Here, in cases where the symbol display areas 
21 L, 21 C, 21 R remain in rotations or in cases where the 
associated symbol display areas 21 L, 21 C, 21 R are op- 
erative to be operated for respective stops, the liquid crys- 
tal display 31 changes its permeability so that the symbol 
display areas 21 L, 21C, 21 R allow the symbols S, dis- 
posed on the reels 3L, 3C. 3R, to be transmitted in display 
to provide the player with ease of viewing ability. 
[0040] The effect display area 23 includes the other 
area than the associated symbol display areas 21 L, 21 C, 
21 R and the window frame display areas 22L, 22C, 22R. 
The effect display area 23 functions as to display effects 
to provide increased entertaining and exciting properties 
of the game and information needed for the player to play 
the game with advantages. Further, the fixed display sec- 
tion 2c functions as an area to display various images 
that are predetermined. The two-dimensional code dis- 
play area 24 Is formed In a central area of the effect dis- 
play area 23 at a region below the reels SC. The two-di- 
mensional code display area 24, which will be described 
later in detail, functions as the effect display area 23 dur- 
ing nonnal operation and also functions as an area to 
display the two-dimensional code 30 in an associated 
region undercircumstances where the pachi-slot gaming 
machine l ehteirs a prfiing st^uslhat satisfies a spec- 
ified condition. 

[0041] Now, description is made of symbols S on 
sheets 20L, 20C, 20R provided on the outer peripheries 
of the reels 3L, 3C, 3R with reference to FIG. 4. FIG. 4 
is a view for illustrating examples of the sheets 20L, 20C, 
20R on the outer peripheries of the reels 3L. 3C, 3R, 
respectively. In FIG 4, the sheets 20L, 20C, 20R, on the 
outer peripheries of the reels 3L, 3C, 3R, respectively, 
include 21 -medals of symbols S each in a plurality of 
kinds. The respective symbols S are allocated with code 
numbers ranging from "0" to "20" and stored in a program 
ROM 42 as a data table. Examples of the symbols, by 
which the respective sheets 20L, 20C, 20R are formed, 
include "BLUE 7°, "RED 7", "BAR", "BELL", "PLUM", "RE- 
PLAY" and "CHERRY". Also, the respective reels 3L, 3C, 
3R are rotatably driven to allowthe sheets 20L, 20C, 20R 
to move In a direction as shown by an arrow. 
[0042] Next, description is made of the relationship be- 
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tween the winning combination of tlie respective symbols 
on the sheets 20L, 20C, 20R and the number of medals 
to be paid out with reference to FIG 5. FIG. 5 is an award 
table representing the relationships among the winning 
symbol combinations, the winning combinations and the 
number of medals to be paid out in respective gaming 
states. Also, the award table is displayed over the award 
display panel 13. 

[0043] The gaming states in the pachi-slot gaming ma- 
chine 1 of the presently filed embodiment are separated 
Into three gaming states Involving a normal gaming state, 
a BB gaming state and an RB gaming state. Also, kinds 
of the winning combinations available to be internally won 
are determined In accordance with so-called odds lottery 
tables (which are described below) that are allocated for 
the gaming states, respectively. That is, for a game under 
the identical gaming state, an Identical kind appears for 
a combination available to be Internally won. 
[0044] As shown In FIG. 5, if "BLUE 7— BLUE 
7— BLUE 7" or "RED 7— RED 7— RED 7" get lined up 
underthe nonrtal gaming state, 15 medals of medals are 
paid out and the next gaming state shifts to the "BB gam- 
ing state". 

[0045] The "RB gaming state" occurs when a combi- 
nation of the symbols, got lined up along the winning 
combination L, appears to be "BAR — BAR — BAR" under 
the 'nonnal gaming state or when the combination of the 
symbols, got lined up along the winning combination L, 
appears to be "REPLAY— REPLAY— REPLAY" under 
the "BB gaming state" (under a so-called "JAC IN"), 
thereby paying out 1 5 medals of medals. There are times 
where an RB, jumped from the "nomial gaming state", is 
nomnally referred to as a usual RB to be distinguished 
from the RB jumped from the "BB gaming state". 
[0046] The "RB gaming state" represents a status un- 
der which the symbols get lined up like "REPLAY — RE- 
PLAY — REPLAY", indicative of one of predetennlned 
symbol combinations, to enter a status, under which 15 
medals of medals are paid out, upon betting one medal, 
that is, a time period during which the medals can be 
easily got. The maximum number of games (hereinafter 
referred to as an "available number of times in RB game") 
available to be played in the "RB gaming state" per one 
time is set to a value of 1 2 times. Further, under the RB 
gaming state, the number of available winning times 
(hereinafter referred teas an "available number of win- 
ning times in RB game") is set to a value of 8 times. That 
is, the "RB gaming state" is completed when the number 
of times played on games reaches 1 2 times or when the 
number of winning times reaches 8 times. Upon comple- 
tion of the RB gaming state, the gaming status is jumped 
to the normal gaming state. 

[0047] The "BB" on one time is completed when 30 
games are replayed underthe nonnal gaming state dur- 
ing the BB state or at astage when the games are jumped 
to the RB gaming state three times and the RB on the 
third time is completed. Upon completion of the BB gam- 
ing state, the game is jumped to the normal gaming state. 



[0048] Under the nomrial gaming state, the symbol 
combination, got lined up along the winning line Lto enter 
a state of "REPLAY— REPLAY— REPLAY", represents 
a status with a winning on a "REPLAY" for a game where- 

5 In the reels 3L, 3C, 3R are caused to rotate without con- 
suming any medals. Further, the number of winning med- 
als on the normal gaming state, the BB gaming state and 
the other state are indicated as shown in FIG. 5. 
[0049] Ne)rt, a control system of the pachi-slot gaming 

10 machine 1 of the presently filed embodiment is explained 
with reference to FIGS. 6 and 7. FIG. 6 Is a block diagram 
showing an internal structure of the pachi-slot gaming 
machine shown in FIG. 2. A main control circuit 81 in- 
cludes a major component element, i.e., a microcomput- 

'5 er 40 mounted on a circuit substrate (not shown). The 
microcomputer 40 comprises a main CPU (playing a role 
as a gaming state varying device and a gaming control 
device) 41 , the program ROIVI 42 playing a role as a mem- 
ory device, the control RAM 43 and a gaming information 

20 storage RAM 52. Connected to the main CPU 41 are a 
clock pulse generation circuit 44 by which reference cock 
pulses are set, a frequency divider 45, a random number 
generator 46 for generating a random number to be sub- 
jected to sampling, and a sampling circuit 47. Also, a 

25 device for sampling the random number may be formed 
in astructu re so as to execute the sampling of the random 
number on an operation program of the CPU 41 . 
[0050] The ROM 42 stores therein various control com- 
mands to be transmitted to a sub-control circuit 82. As 

30 the relevant commands, the ROM 42 stores commands 
related to display controls for the liquid crystal display 
device 31. 

[0051 ] Examples of the commands, related to display 
controls for the liquid crystal display device 31, may in- 

35 elude, for instance, a start effect command, a completion 
effect command, etc. The start effect command includes 
a command by which an effect image is displayed over 
the liquid crystal display device 31 at a start when the 
three reels'3L, 3C, 3R are rotated. The completion effect 

"O command includes a command by which an effect Image 
is displayed overthe liquid crystal display device 31 when 
rotations of all the three reels 3L, 3C, 3R are completed. 
Further, the commands, related to the setting or the can- 
celing of the "RB" and "BB", are stored in the ROIVI 42 

'iS and the sub-control circuit 82 is notified with the setting 
orthe canceling of the "RB" and "BB"thr'oughthe relevant 
commands. Also, in place of using the commands related 
to the setting or the canceling of the "RB" and "BB", the 
various commands, related to the display controls of the 

50 liquid crystal display device 31 , may include data indic- 
ative of the "RB" or "BB" being under execution. 
[0052] The main CPU 41 retrieves the various com- 
mands, set forth above, from the ROM 42 upon estab- 
lishment of a predetennined condition. Then, the com- 

55 mands, set in the RAM 43, are supplied to the sub-control 
circuit 82 at a predetennined timing. The sub-control cir- 
cuit 82 executes various operations based on the com- 
mands being supplied. 
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[0053] Moreover, with the presently filed embodiment, • 
no operation is executed by the sub-control circuit 82 to 
input the commands to the main control circuit 81 and 
communication is established in one way from the main 
control circuit 81 to the sub-control circuit 82. In addition, 
the ROM 42 stores therein a winning symbol combination 
table, wherein the symbol table (see FIG. 4), set forth 
above, the symbol combinations representative of the 
winnings, the winning award medal number and winning 
detennination codes, indicative of the relevant winnings, 
are associated, and an odds lottery table orthe like need- 
ed for executing the lottery to determine an internal win- 
ning combination. Moreover, the ROM 42 may stores the 
other factors such as, for instance, a credit number, etc., 
corresponding to the number of medals, variables related 
to a gaming progress and flags, etc. 
[0054] The gaming information storage RAM 52 stores 
various information related to the games in the pachi-slot 
gaming machine 1 . With the presently filed embodiment, 
gaming data to be stored in the gaming infonnation stor- 
age RAM 52 may include various information resulting 
from summing upthe games practiced by the player, such 
as the number of career game medals used by the player, 
the number of career times on "BB" and the number of 
career times on "RB", and information on the number of 
used game medals summed up for each model of the 
pachi-slot gaming machine 1 or the like, the number of ■ 
times on " RB" and the number of times on "BB", etc. 
[0055] Major peripheral devices (actuators), whose 
operations are controlled in response to the control sig- 
nals delivered from the microcomputer 40, may include 
the various lamps (1 -BET lamp 1 7a, the 2-BET lamp 1 7b 
and the MAXIMUM-BET lamp 1 7c), various display units 
(the payout display unit 1 8, the credit display unit 1 9 and 
the bonus gaming infomnation display unit 1 6), the image 
capture device 25 acquiring an object in a forward area 
as image data in association with the depressive opera- 
tion of the shutter button 26, a hopper (inclusive of a 
driver section for executing the payout) for perfomning 
—the-.payout-of-a-predetennined number ot-medals- in ac- 
cordance with a connmand from the hopper drive circuit 
51, and stepping motors 53L, 53C, 53R by which the 
reels 3L, 3C, 3R are rotatably driven. 
[0056] Additionally, the motor drive circuit 49 for con- 
trollably driving the stepping motors 53L, 53C, 53R, the 
hopper drive circuit 51 forcontrollably driving the hopper 
50, the lamp drive circuit 55 for controllably driving the 
various lamps and the display driver circuit 58 for con- 
trollably driving the various display sections are connect- 
ed to an output section of the main CPU 41 via an I/O 
port 48. These driver circuits control the operations of 
the respective actuators in response to control signals 
such as driving commands orthe like outputted from the 
main CPU 41. 

[0057] Further, major input signal generators for gen- 
erating input signals needed for the microcomputer 40 
to generate control commands include the start switch 
6S, the shutter button 26, the 1-BET switch 71 , the MAX- 



IMUM-BET switch 73, the accumulated medal-clearing 
switch 74; an inserted medal sensor 75, the reel stop 
signal circuit 56, the reel position detection circuit 60 and 
a payout completion signal circuit 6i . These component 
5 parts are also connected to the main CPU 41 via the I/O 
port 48. 

[0058] The start switch 6S detects the start lever 10 
being operated. The shutter button 26 generates a start 
signal by which the image capture device 25 is actuated. 

10 The inserted medal sensor 75 detects the medals Insert- 
ed to the medal insertion slot 6. The reel stop signal circuit 
56 generates stop signals depending on the operations 
of the respective stop buttons 1 1 L, 110, 1 1 R. Upon ac- 
tuations of the "O" button 14a, the "X" button 14b and 

IS "+" button 15, the display screens of the liquid crystal 
display device 31 can be switched over and the com- 
mands can be inputted. 

[0059] The reel position detection circuit 60 transmits 
signals, for detecting respective positions of the reels 3L, 

20 3C, 3R in response to the pulse signals delivered from 
the reel rotation sensors, to the main CPU 41 . The payout 
completion signal circuit 61 generates a medal payout 
completion signal when a count value (representing the 
number of medals paid out from the hopper 50) reaches 

25 the number of medals being predetennined. Upon receipt 
of this medal payout completion signal, the main CPU 41 
pennits the hopper drive circuit 51 to stop driving the 
hopper 50, thereby completing the payout of the medals. 
The medal detection unit 50S includes a medal sensor 

30 (not shown), composed of a physical sensor or the like 
for detecting the medals being paid out from the hopper 
50, which Is able to count the number of paid out medals. 
[0060] With the .circuit shown In FIG. 6, the random 
number generator 46 generates a random number that 

35 belongs to a certain numeric value range and the sam- 
pling circuit 47 functions to execute the sampling of one 
random number at an appropriate timing after the start 
lever 10 is operated. The Internal winning combination 
is determined based on the random number subjected 

40 to the-sampling in-sueh-a-way,- and the odds lottery table 
(see FIGS. 10A, 10B) stored In the ROM 42 that will be 
described below. Upon determination of the internal win- 
ning combination, the random number is subjected to the 
sampling again for selecting a "stop control table". 

45 [0061] Now, the odds lottery tables are explained. The 
odds lottery tables are provided depending on the gaming 
stales, respectively. Here, description is made of one ex- 
ample of such tables. FIG. 10A is an odds lottery table 
for use in the nomnal gaming state and FIG. 10B is an 

50 odds lottery table for use in the nomial gaming state un- 
der the BB. Even with any of the odds lottery tables, a 
random number range is set In a value ranging from 0 to 
. 16383 and the internal winning combination is deter- 
mined by using one random number selected from the 

55 random numbers present in such a range. For instance, 
if the selected random number represents a value of 2851 
underthe normal gaming state, the internal winning com- 
bination in this game represents the "BELL". Also, if the 
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selected random number appears in a range from 1 1 036 
to 1 6383, the internal winning combination in this game 
represents the 'LOSING'. As described above, after the 
internal winning combination has been detemiined 
based on the sampled random number and the odds lot- 
tery table, the random numbers are subjectedto the sam- 
pling again for selecting the "stop control table". 
[0062] In the meanwhile, after the reels 3L, 3C, 3R 
have begun to rotate, the operation is executed to count 
the drive pulses being supplied to the stepping motors 
SSL, 53C, 53R, with the resulting count value being writ- 
ten into a given area of the control RAM 43. Reset pulses 
are obtained from the reels 3L, 3C, 3R, respectively, for 
each revolution, with these pulses being inputted to the 
main CPU 41 via the reel position detection circuit 60. 
Upon receipt of these reset pulses obtained in such a 
way, the count value of the drive pulses counted by the 
control RAM 43 is reset to "0". This allows the control 
RAM 43 to store the count value associated with the ro- 
tational positions of the respective reels 3L, 3C, 3R, re- 
spectively, within a range for one revolution of each reel. 
[0063] Further, the program ROM 42 stores therein the 
winning symbol combination table. The winning symbol 
combination table is referred to when confimiing the win- 
ning at time when the left reel 3L, the central reel 3C and 
the right reel 3R are controllably stopped and when all 
the reels 3L, 3C, 3R are stopped. 
[0064] In cases where the internal winning combina- 
tion tal<es place due to the lottery operation (odds lottery 
operation) based on the sampling on the random number 
as set forth above, the main CPU 41 delivers signals, for 
controlling the reels 3L, 3C, 3R, to the motor drive circuit 
49 based on the operation signals, delivered from the 
reel stop signal circuit 56 at the timing when the player 
depresses the stop buttons 1 1 L, 1 1 C, 1 1 R, and the se- 
lected stop control table. 

[0065] In cases where a situation stands for a stop 
mode representing that an internally won combination is 
established to be winning, if the C/P button 7 is shifted 
to select the "Payout" mode, then, the CPU 41 supplies 
a payout command signal to the hopper drive circuit 51 
to allow the hopper 50 to payout a predetermined number 
of medals. In this moment, the medal detection unit 503 
counts the number of medals being paid out from the 
hopper 50 and when the count value reaches the prede- 
termined number, a medal payout completion signal is 
inputted to the main COU 41 . This allows the main CPU 
41 to stop driving the hopper 51 via the hopper drive 
circuit 51 , thereby finishing the "medal payout operation". 
On the contrary, if the "Credit" mode is selected due to 
the shift of the C/P button 7, the number of medals to be 
paid out is stored in the program RAM 43. 
[0066] The sub-control circuit 82 is connected to the 
main control circuit 81 equipped with the main CPU 41 . 
The sub-control circuit 82 performs display controls for 
the liquid crystal display deviceSI and the output controls 
for sounds reproduced by the speakers 12L, 12R based 
on the control commands delivered from the main control 



circuit 81 . 

[0067] FIG. 7 is a block diagram showing a structure 
of the sub-control circuit shown in FIG. 6. A sub-micro- 
computer 83 of the sub-control circuit 82 includes a 

5 sub-CPU 84, a program ROM 85 and a work RAM 86. 
Further, the "O" button 14a, the "+ " button 15, and the 
" X "button 14b are connected to the sub-control circuit 
82 via an IN port 87. Also, the sub-control circuit 82 allows 
the image control circuit 91 to execute the display controls 

'0 for the liquid crystal display device 31 , while pemnitting 
a sound source IC 88 and a power amplifier 89 to perform 
controls related to the sounds regenerated by the speak- 
ers 12L, 12R. 

[0068] The sub-CPU 84 has a function to execute var- 

'5 ious operations in accordance with the programs stored 
In the program RO!^ 85, while controlling the sub-control 
circuit 82 in accordance with the various commands sup- 
plied from the main CPU 41 . Especially, the sub-CPU 84 
performs the display control for the image control circuit 

20 91 . In addition, upon the completion of the game by the 
player at time when the accumulated medal-clearing 
switch 74 is inputted in the presently filed embodiment), 
the sub-CPU 84 encodes gaming data to generate the 
two-dimensional code 30 which in turn is stored in the 

25 work RAM 86. Then, the sub-CPU 84 selects a display 
pattern for the two-dimensional code 30 from the main 
control circuit 81 for transmission to an image control 
CPU 92. The display pattern for the two-dimensional 
code 30 may include various data, such as a position at 

30 which and a time period in which the two-dimensional 
. code 30 is displayed, needed for the two-dimensional 
code 30 to be displayed. As described below, upon re- 
ceipt of the display pattern of the two-dimensional code 
30, the Image control CPU 92 executes the operations 

35 to read out the two-dimensional code 30 from the work 
RAM 86 based on the relevant display pattern of the 
two-dimensional code 30 for display on the liquid crystal 
display device 31. Also, while the presently filed embod- 
iment is described in conjunction with an exemplary case 

"to wherein gaming data is encoded into the two-dimension- 
al code 30, the present invention may be implemented 
in such a way to allow the two-dimensional code 30 to 
be preliminarily stored in the image ROM 96 or the like. 
[0069] The program ROM 85 stores therein programs, 

« by which the sub-CPU 84 controls gaming effects to be 
provided in the liquid crystal display device 31 , and pro- 
grams for executing characterdisplay operations to allow 
the characters, to be displayed overthe liquid crystal dis- 
play device 31, whish is described below, to be altered 

50 depending on the content of gaming data. In addition to 
these programs, the program ROM 85 stores various ta- 
bles such as tables, based on which character patterns 
are determined, and tables, etc., based on which deter- 
minations related to the effects are made. Moreover, the 

55 program ROM 85 stores a plurality of kinds of effect pat- 
terns associated with screen images to be displayed over 
the liquid crystal display device 31 , a plurality of kinds of 
completion effect patterns associated with the screen im- 
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ages to be displayed overthe liquid crystal display device 
31 when all the reels 3L, 3C, 3R are stopped. Additionally, 
the program ROM 85 stores the display pattern for the 
two-dimensiohal code 30 involving various data tor dis- 
playing the two-dimensional code 30. 
{0070] Also, while the presently filed embodiment is 
structured in a way to use the program ROM 85 as stor- 
age medium for storing the programs arid tables, etc., 
the present invention is not limited to such a structure 
and may tal<e another form of storage medium, such as 
for instance storage medium lil<e CD-ROM, etc., availa- 
ble to be read by a computerthat is equipped with a CPU, 
etc. Of course, those, which are stored in the program 
ROM 85, may be. stored in the ROM 42. 
[0071] The work RAM 86 has a function to store a va- 
riety of flags and values of variables in a temporary stor- 
age area of the sub-CPU 84. Further, the work RAM 86 
stores the two-dimensional code 30 resulting from en- 
coding gaming data. Also, while the presently filed em- 
bodiment employs the worl< RAM 86 as the temporary 
storage area of the sub-CPU 84, the present invention 
is not limited to such a storage means and may include 
storage medium that is readable. 
[0072] Further, the controls related to the sounds are 
executed by the sound source IC 88 for performing the 
controls related to voices, the power amplifier 89 for am- 
plifying voice signals, and the sub-CPU 84. The sound 
source IC 88 is connected to the sub-CPU 84 and the 
power amplifier 89. The sound source IC 88 performs 
the controls of the voices generated by the speakers 1 2L, 
12R. 

[0073] The sub-CPU 84 selects one voice data from 
among a plurality of voice data stored in the program 
ROM 85 in response to the command supplied from the 
main CPU 41. Subsequently, the sub-CPU 84 reads out 
selected voice data from the program ROM 85 for supply 
to the sound source IC 88. Upon receipt of voice data, 
the sound source IC 88 converts the resulting voice data 
into a predetermined voice signal, which in turn is sup- 
plied ta thB power-amplifier 89-.-The power amplifier 89 
amplifies the voice signal to reproduce a voice from the 
speakers 12L, 12R. 

[0074] Depending on the gaming result determined by 
the main CPU 41 or the commands inputted by the "O" 
button 1 4a, the "X" button 1 4b and the "+" button 1 5, the 
image control circuit 91 controls to generate a screen 
image while displays the above screen image over the 
liquid crystal display device 31 and is comprised of an 
image control CPU 92, an image control work RAM 93, 
an image control program ROM 94, an IN-port 95, an 
image ROM 96, a video RAM 97 and an image control 
IC 98. 

[0075] Depending on parameters set by the sub-mi- 
crocomputer 83, the image control CPU 92 detennines 
a display content to be provided over the liquid crystal 
display device 31 in accordance with the image control 
program stored in the image control program ROM 94. 
The image control program ROM 94 stores therein an 



image control program and various selection tables re- 
lated to the display, such as a display of the two-dimen- 
sional code 30 and a display of the characters, to be 
provided over the liquid crystal display device 31. The 
5 image control work RAM 93 is stmctured as a temporally 
storage devtee when permitting the Image control CPU 
92 to execute the image control program. The image con- 
trol IC 98 forms an image, depending on the display con- 
tent detennined by the image control CPU 92, which in 
turn is outputted to the liquid crystal display device 31. 
The video RAM 97 is structured as a temporally storage 
device when permitting the image control IC 98 to form 
the image. 

[0076] The image ROM 96 stores character images 

« (FIGS. 22Athrough22D), etc., representing, forinstance, 
background images and characters. While the presently 
filed embodiment is described with reference to a case 
wherein the gaming data is encoded into the two-dimen- 
sional code 30, the present invention rnay be implement- 

20 ed in such a way to allow the two-dimensional code 30 
to be preliminarily stored in the image ROM 96. 
[0077] The image control CPU 92 selects the effect 
images from the image ROM 96 depending on an image 
display command supplied from the sub-CPU 84. Fur- 

25 ther, upon receipt of the display pattern for the two-di- 
mensional code 30 from the sub-CPU 84, the image con- 
trol CPU 92 selects the two-dimensional code 30 from 
the work RAM 86 based on the display pattern for the 
two-dimensional code 30. 

30 [0078] The image control CPU 92 stores various Im- 
ages, extracted from the image ROM 96orthe work RAM 
86, in the video RAM 97 such that, for instance, the back- 
ground image, the character image and the two-dimen- 
sional code 30 are overlapped in this orderfrom an image 

35 located rearward, thereby synthesizing a screen image 
which in turn is supplied to the liquid crystal display device 
31 at a predetemiined timing. As a result, the two-dimen- 
sional code 30 is displayed on the liquid crystal display 
device 31 (see FIG. 11). The player is enabled to use the 

^0- -camera- IOl; mcorpomted-nrthe-m-obile phone 100, for 
capturing the two-dimensional code 30 displayed in the 
two-dimensional code display area 24 of the liquid crystal 
display device 31 as shown in FIG. 11. When this takes 
place, the liquid crystal display device 31 functions as a 

'ts code infomiation display device that allows the two-di- 
mensional code 30 (code infomiation), which is generat- 
ed based on the coded gaming data related to a lottery 
outcome.tobe displayedin amode availableforthe cam- 
era 1 01 (readout device) to capture in image. 

so [0079] In the meanwhile, image data involving the 
two-dimensional code 30 is displayed over the mobile 
phone 100 as shown in FIG. 12 and the image capture 
device 25 of the pachi-slot gaming machine 1 is also en- 
abled to capture the image shown on the liquid crystal 

55 display 1 05 of the mobile phone 1 00. Such an operation 
enables the pachi-slot gaming machine 1 to get the gam- 
ing data. When this takes place, the imagecapture device 
25 functions as a code information readout device by 
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Which the code information is read out. 
[0080] Also, while the first embodiment is described 
with reference to a case wherein the sub-CPU 84 is en- 
coded into the two-dimensional code 30, the present in- 
vention may be Implemented such that the two-dimen- 
sional code 30 Is preliminarily stored in the memory de- 
vice incorporated in the gaming machine. In such a case, 
at least more than one table data, associated with a cer- 
tain random number value and image data of the two-di- 
mensional code 30, are preliminarily stored in the mem- 
ory device, mentioned above, to allow image data of the 
two-diniensional code 30 to be displayed over the liquid 
crystal display device 31 depending on the random 
number associated with the lottery outcome. 
[0081 ] Now, description is made of a game execution 
process to be carried out in the pachi-slot gaming ma- 
chine 1 accordingtothe present invention. Itis hereunder 
supposedthatthe pachi-slot gaming machine 1 is started 
up and variables to be used in the main CPU 41 are 
initialized to predetennined values whereas the 
pachi-slot gaming machine 1 remains understeady state 
operation with preset values being set to respective pre- 
detemnlned values. FIGS. 1 3 and 1 4 are flowcharts show- 
ing a main routine of the game execution process to be 
conducted in the main control circuit 81 . 
[0082] First in step 1 (hereinafter abbreviated as "S"), 
a gaming data retrieving process is carried out. Upon 
execution of such gaming data execution process (SI), 
gaming data (gaming information) of the past is retrieved 
as the two-dimensional code 30 that is stored in the gam- 
ing information storage RAM 52. Also, the gaming data 
retrieving process is described below in detail with refer- 
ence to the accompanying drawings. After the gaming 
data (gaming infonnatlon) has been retrieved, the oper- 
ation goes to S2. In S2, the main CPU 41 detemiines 
whether or not there is a request for automatic insertion 
of medals. Also, as used herein, the term "a case wherein 
there is a requestfor automatic insertion of medals" refers 
to acase wherelii a" winning combination is established 
on a "REPLAY" in a preceding game. In the presence of 
the request for automatic insertion of medals, the oper- 
ation is executed to automatically insert the requested 
number of medals (S4) upon which a medal insertion 
command is transmitted to the sub-control circuit 82 (85). 
[0083] On the contrary, if detennination is made that 
the request for automatic insertion of medals is absent, 
then, the main CPU 41 detemiines whether or not the 
medals are inserted (S3). That is, the main CPU 41 de- 
termines whether or not a detection signal, resulting from 
the inserted medal sensor 75 detecting the presence of 
the medals being inserted to the insertion slot 6, is re- 
ceived or detemiines whether or not a detection signal, 
resulting from the BET-switch (the 1-BET switch 71 or 
the MAXIMUM-BET switch 73), is received, thereby de- 
terming whether or not the medals are inserted. Also, if 
determination is made that the detection signal, gener- 
ated by the BET-switch (the 1-BET switch 71 orthe MAX- 
IMUM-BET switch 73), is received, the main CPU 41 ex- 



ecutes the operation to subtract a credit number, equiv- 
alent to the number of medals that are bet, from the credit 
number stored In the control RAM 43. 
[0084] In S3, if determination is made that no medals 

s are inserted, then, the main CPU 41 restores the opera- 
tion to 51. In contrast. If detennination Is made that the 
medals are inserted or if the operation in S5 is executed, 
then, the main CPU 41 detemiines whether or not the 
start lever 1 0 is operated (86). That is, the main CPU 41 

10 serves to discriminate whether or not the input signal is 
received from the start switch 68. 
[0085] In S6, if determination is made that no start lever 
1 0 is operated, the main CPU 41 restores the operation 
to S2. On the contrary, if deteminatlon is made that the 

is start lever 10 is operated, the main CPU 41 executes 
operations related to various setting (87). During such 
operations to set various setting, the operation is execut- 
ed to perform the sampling of the random number result- 
ing from the random number generator 46 at the timing 

20 in which the start lever 1 0 is operated, thereby executing 
a lottery operation by which an internal winning combi- 
nation (winning flag) is generated based on the sampled 
random number and the odds lottery table (see FIGS. 
10A and 108) set in the control RAM 43. Further, during 

25 such operations to set various setting, the main CPU 41 
executes the operation related to a selection of a stop 
control table, for stopping the reels 3L, 30, 3R, and the 
operation to achieve the initialization for rotating the reels 
3L,3C,3R, thereby commencing the rotations of the reels 

30 3L.3C, SR. 

[0086] After the reels 3L, 3C,3R have begun to rotate, 
the numbers of drive pulses transmitted to the stepping 
motors 53L, 53C, 53R, respectively, are counted with the 
resulting count values being stored in the RAM 43. Reset 

35 pulses are obtained from the reels 3L, 3C, 3R for each 
revolution of each reel and are inputted to the main CPU 
41 via the reel position detection circuit 60. With the reset 
pulses being obtained in such a way, the count values 
of the drive pulses counted by the control RAM 43 are 

<o reset to "0", respectively. By so doing, the control RAM 
43 stores therein the count values, associated with the 
rotational positions within the ranges of respective one 
revolution of the reels 3L, 3C, 3R. 
[0087] Further, with the symbol table (see FIG. 4) 

'IS stored in the program ROM 42 in order to allow the rota- 
tional positions of the reels 3L, 3C, 3R and the symbols 
S, on the outer peripheries of the reels 3L, 3C, 3R, to be 
associated with each other, code numbers, sequentially 
allocated to the respective reels 3L, 30, 3R for certain 

50 rotational pitches thereof, and symbol codes indicative 
of the symbols S, provided in association with the respec- 
tive code numbers, are con-elated to each other Further, 
the winning symbol combination table, stored in the pro- 
gram ROM 42, is referred to when controllably stopping 

55 the reels 3L, 3C, 3R or when executing a wining confir- 
mation after all the reels 3L, 30, 3R are stopped. After 
the operation in 87 has been executed, the main CPU 
41 restores the operation to 88. 
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[0088] In SB, the main CPU 41 sets a start effect com- 
mand to the control RAM 43. The start effect command 
functions as a command by which the liquid crystal dis- 
play device 31 is started to provide a display of a prede- 
termined effect image and includes data related to the 
internal winning combination that is determined in the 
lottery operation set forth above. The start effect com- 
mand is supplied to the sub-control circuit 82 at a prede- 
tennined timing. After the operation in S8 is executed, 
the main CPU 41 restores the operation to S9. 
[0089] In S9, the main CPU 41 detemiines whether or 
not the stop buttons 1 1 L, 1 1 C, 1 1 R are turned "ON" de- 
pending on the presence of or absence of the input sig- 
nals from the reel stop signal circuit 56 (S9). If detemni- 
nation is made that the stop buttons 11 L, 1 1 C, 1 1 R are 
not turned "ON", the main CPU 41 determineds whether 
or not a value of an automatic stop timer lies at a value 
of "0". In S10, if detemnination is made that the value of 
the automatic stop timer does not fall in the value of "0", 
the operation is routed back to S9. 
[0090] On the contrary, if determination is made that 
the stop buttons 11L, 110, 11 R are turned "ON" or if 
detennination is made that the value of the automatic 
stop timer lies at the value of "0", the main CPU 41 stops 
the rotations of the reels 3L, 3C, 3R.in association with 
the depressed stop buttons 11 L, nC, 11 R. In such mo- 
ment, the operation is executed to determine the number 
of sliding symbols based on a winning request (i.e., in- 
ternal winning combination), positions (rotational posi- 
tions of the reels 3L, 30, 3R during operation) of the sym- 
bols S and selected stop control table or the lil<e (Si 1). 
[0091] Next, the main CPU 41 executes the rotations 
of the reels 3L, 3C, 3R for the numbers of rotations by 
respective values equivalent to the numbers of sliding 
symbols determined In S1 1 after which the reels 3L, 3C, 
3R are caused to stop (SI 2), upon which a stop request 
is set on one reel (SI 3). Then, the main CPU 41 deter- 
mines whether or not all the three reels 3L, 30, 3R are 
stopped (814). If detennination is made that all the three 
~Teeir3l:r3C, 3R are not stopped, the operation is routed 
back to S9. On the contrary, if determination is made that 
all the three reels 3L, 3C, 3R are stopped, the main CPU 
41 performs the winning retrieval (SI 5). When this takes 
place, retrieval operation is executed by referring to the 
winning symbol combination table stored in the program 
ROIVI 42. Further, an alteration may be such that deter- 
mination is made whether or not winning flag is normal 
upon which if winning flag is found not to be normal, the 
operation is interrupted upon executing the operation to 
display an illegal error. 

[0092] After the winning retrieval (31 5) has been exe- 
cuted, the main CPU 41 sets a completion effect com- 
mand to the program RAM 43 (SI 6). The completion ef- 
fect command represents a command that allows an ef- 
fect image forthe completion of the game to be displayed 
depending on a gaming outcome and includes data re- 
lated to the result of the winning retrieval in step S15. 
The completion effect command is supplied to the 



sub-control circuit 82 at a predetermined timing. 
[0093] Next, the main CPU 41 determines whether or 
notthe medals are paid out orthe presence of or absence 
of the numberof winnings (Sl7). If detennination is made 

s that the medals are paid out, the main CPU 41 executes 
the operations to accumulate or payout the number of 
medals depending on the gaming state and the winning 
combination (SI 8). When performing the operation to ac- 
cumulate medals, the main CPU 41 executes the oper- 

10 ation to allow the credit number, stored in the program 
RAM 43, to be added. On the contrary, when perfomriing 
the payout of medals, the main CPU 41 transmits a pay- 
out command signal to the hopper drive circuit 51 by 
which the hopper 50 is allowed to payout a predetermined 

'5 number of medals. In this moment, the medal detection 
unit SOS counts the number of medals paid out from the 
hopper 50 after which when the count value reaches a 
predetermined number, a medal payout completion sig- 
nal is inputted to the main CPU 41 . This allows the main 

20 CPU 41 tostopdrivingthe hopper 50 via the hopper drive 
circuit 51, thereby completing the payout operation of 
medals. 

[0094] Subsequently, the main CPU 41 determines 
whether or notthe winning occurs on "RB" (SI 9). If de- 

25 termination is made that the winning occurs on "RB", the 
main CPU 41 executes the operation related to the "RB" 
setting (S20). In S20, the main CPU 41 executes the 
operations related to the odds lottery table for "RB" and 
the winning symbol combination table for "RB".. Further, 

30 in S20, the main CPU 41 begins to count the "RB" game 
, winning times, etc., to allow the resulting count value to 
be displayed over the bonus gaming information display 
unit 16, while commencing to execute the operation to 
update gaming data stored in the gaming information 

35 storage RAM 52. After the operation in S20 has been 
executed, the nriain CPU 41 restores the operation to S20. 
[0095] In S21, the main CPU 41 sets an "RB" setting 
command to the program RAM 43. The "RB" setting com- 
mand represents a command, by which an effect image 

^0 for "RB" is displayed overthe liquid crystal display device 
31 as a screen image, whteh is supplied to the sub-control 
circuit 82 at a predetennined timing. 
[0096] If determination is made in Si 9 that no winning 
occurs on "RB" or if the operation in S21 is executed, the 

45 main CPU 41 determines whether or not the winning oc- 
curs on "BB" (S22). If determination is made that the win- 
ning occurs on "BB", then, the main CPU 41 executes 
the operations related to the setting of "BB" (SZ3). In S23, 
the main CPU 41 executes the operations to perform the 

50 setting of the odds lottery table for "BB", the winning sym- 
bol combination table for "BB", etc. Further, in 823, the 
main CPU 41 begins counting the number of times the 
"BB" games being practiced, displaying the resulting 
count value over the bonus gaming infonnation unit 16 

55 and counting the paid out medals. Furthennore, the op- 
eration is executed to alter the content of the gaming 
data, related to "BB", for the gaming data stored in the 
gaming infonnation storage RAM 52. In this moment, the 
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main CPU 4.1 functions as a gaming state updating device 
by which the operation is shifted to aspecial gaming state 
("BB"). Subsequently, the main CPU 41 restores the op- 
eration to S24. 

[0097] In S24, the main CPU 41 sets a "BB" setting 
command to the control RAM 43. The "BB" setting com- 
mand represents a command, permitting an effect image 
for "BB" to be displayed over the liquid crystal display 
device 31 as a screen image, which is supplied to the 
sub-control circuit 82 at a predetermined timing. 
[0098] If determination is made in S22 that no winning 
occurs on "BB" or if the operation in S24 is executed, the 
main CPU 41 determines whether or not the "RB" is com- 
pleted {S25). If detemiination is made ttiat the "RB" is 
completed, then, the main CPU 41 executes the opera- 
tion related to cancellation of the setting on "RB" (S26). 
In S26, the main CPU 41 executes the operation to alter 
the setting from the odds lottery table for "RB", set In the 
operation in S20, and the winning symbol combination 
table for "RB", etc., to the odds lottery table for use in a 
nonnal gaming state (except for those of "RB" or "BB"), 
while executing the operation to store infonnation, such 
as the medal number, etc., got in the relevant "RB", in 
the gaming information storage RAM 52 as the gaming 
data. Subsequently, the CPU 41 restores the operation 
to S27. 

[0099] In S27, the main CPU 41 allows an "RB" can- 
celing command to be set to the control RAM 43. The 
"RB" canceling command represents a command by 
which the operation is executed to stop the display of the 
effect image for "RB", provided in display as the screen 
image, while permitting a normal effect image (except for 
those of "RB" or "BB") to be displayed over the liquid 
crystal display device 31 . The "RB" canceling command 
Is supplied to the sub-control circuit 82 at a predetermined 
timing. 

[0100] In S25,-if determination is made that no "RB" is 
completed or if the operation in S27 is executed, the main 
'CPU ¥1 "determihes whether or hofthe'^BB" is coTnpleted. 
If determination is made that "BB" is completed, then, 
the main CPU 41 executes the operation related to the 
"BB" setting cancellation (829). In 829, the main CPU 
41 executes the operations to alter the setting from the 
odds lottery table for "BB", set in the operation in 822, 
and the winning symbol combination table for "BB", etc., 
to the odds lottery table for use in the normal gaming 
state (except for those of "RB" or "BB"), while executing 
the operation to store information, such as the medal 
number, etc., got in the outcome of the relevant "BB", in 
the gaming infomiation storage RAM 52 as the gaming 
data. Subsequently, the CPU 41 restores the operation 
to 330. 

[0101] In S30, the main CPU 41 allows a "BB" cance- 
ling command to be set to the control RAM 43. The "BB" 
canceling command represents a command by which the 
operation is executed to stop displaying the effect image 
for "BB", provided in display as the screen image, while 
permitting the nonnal (except for those of "RB" or "BB") 



effect image to be displayed overthe liquid crystal display 
device 31 . The "BB" canceling command is supplied to 
the sub-control circuit 82 at a predetemilned timing. 
[0102] In S27, if detemnination is made that no "RB" is 

5 completed or if the operation in 829 is executed, deter- 
mination is made whether or not the accumulated med- 
al-clearing switch 74 is inputted (331). The accumulated 
medal-clearing switch 74 represents a switch, located In 
front of the pachi-slot gaming machine at a position right- 

'0 ward of the medal insertion slot 6, and inputting the ac- 
cumulated medal-clearing switch 74 allows all the game 
medals, stored in the pachi-slot gaming machine 1 , to be 
paid out. Since the accumulated game medals are nec- 
essarily paid out when the player finishes playing the 

15 game with the pachi-slot gaming machine 1 , inputting the 
accumulated medal-clearing switch 74 enables the con- 
finmation on the player's intention to finish the game. That 
is, in 831 , detenni nation is made whether or not the play- 
er finishes the game. 

20 [01 03] If the accumulated medal-clearing switch 74 is 
inputted, the operation goes to 832, upon which an ac- 
cumulated medal clearing process is executed. The ac- 
cumulated medal clearing process (S32), which will be 
described below in detail, is a process by which the med- 

25 als, accumulated inside the pachi-slot gaming machine 
1 , are paid out while converting the gaming data, stored 
in the gaming information storage RAM 52, into the 
two-dimensional code 30 for display over the liquid crys- 
tal display device 31 . On the contrary, if no accumulated 

30 medal-clearing switch 74 is inputted, a main routine of 
the game execution process is completed. 
[0104] Now, the gaming data retrieving process (81) 
to be executed In the main routine of the pachi-slot gam- 
ing machine 1 1s described below in detail with reference 

35 to FIG. 15. The accumulated medal clearing process is 
a process by which the gaming data, displayed over the 
liquid crystal display 1 05 of the mobile phone 1 00 as the 
two-dimensional code 30, is stored in the gaming infor- 
mation storagie RAM 52 ihsi'de'the pachi-slot gamihgma- 

^0 chine 1 . First in 850, determination is made whether or 
not the mobile phone ICQ, whose liquid crystal display 
105 is displayed with the two-dimensional code 30, is 
placed on the image capture device 25 after which the 
shutter button 26 is depressed. If the shutter button 26 

^5 is depressed, the image capture device 25 captures the 
two-dimensional code 30 as image data which in turn is 
stored in the control RAM 43 (S51), 
[0105] Upon obtaining the image data, including the 
two-dimensional code 30, from the mobile phone 100, a 

50 recognition process (S52) for the two-dimensional code 
30 is executed. Upon execution of the process in 852, 
the two-dimensional code 30 is converted/decoded to 
the gaming data, which in turn is stored in the gaming 
information storage RAM 52 (353). Afterthe gaming data 

55 is stored in the gaming infomiation storage RAM 52, the 
gaming data retrieving process is completed and the op- 
eration goes to 32 (see FIG. 13). 
[0106] The recognition process for the two-dimension- 
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al code 30 to be executed in S52 is described with ref- 
erence to FIG 16. Rrst, the image data, captured by the 
image capture device 25, is read out by. the control RAM 
43 and subjected to the innage conversion process by 
the sub-CPU 84 of the sub-control circuit 82 (S60). The 
image conversion process is a process by which the op- 
eration is executed to select the image data, of the area 
on which the two-dimensional code 30 is displayed, from 
the image data resulting from capturing the image data 
(two-dimensional code 30) on the mobile phone 1 00, for 
correction of an inclination and distortion of the image 
data upon which the image data is converted/decoded 
to an image in black and white in accordance with a pre- 
detemninedthresholdforthereby obtaining the image da- 
ta inclusive of the two-dimensional code 30 as viewed in 
a front thereof. 

[0107] Subsequently, the sub-CPU 84 selects the 
two-dimensional code 30 from. the image data obtained 
in S60, thereby perfonning correction such as noise re- 
moval, etc., (S61). Binary coding operation is executed 
for the two-dimensional code 30 obtained in S61 to re- 
write respective dots, forming the two-dimensional code 
30, to "0" or "1" (S62), thereby generating binary coded 
matrix data (S63). After the binary coded matrix data has 
been generated, the sub-CPU 84 decodes the binary 
coded malrix data (S64), thereby generating the gaming 
data (S65). Upon termination of the operation in S65, the 
current sub-routine is completed to allow the operation 
to shift to S53 in the flowchart shown in FIG. 15. Thus, 
by obtaining the two-dirriensional code 30 upon execut- 
ing the gaming data retrieving process while pennitting 
the recognition process for the two-dimensional code 30 
to decode the two-dimensional code 30 Into the gaming 
data, the gaming data stored in the mobile phone 1 00 as 
the two-dimensional code 30 can be stored in the 
pachi-slot gaming machine 1 .Therefore, the gaming data 
of the past can be reflected on the current garine, making 
it possible to accumulate the gaming inf omiation. 
[01 08] Next, the accumulated medal clearing process, 
loFe executed In S32 in the ^^^^^^ pachi-slot 
gaming nriachine 1 , is described. FIG 1 7 is a flowchart of 
the accumulated medal clearing process. The accumu- 
lated medal clearing process is a process, executed in 
cases where the accumulated medal-clearing switch 74 
is inputted, which is perfonned when the player finishes 
the game and leaves from the pachi-slot gaming machine 
1. As the player inputs the accumulated medal-clearing 
switch 74, the operation goes to the accumulated medal 
clearing process (S32), in which encoding operation is 
executed to encode current gaming data into the two-di- 
mensional code 30 (S70). First, the encoding operation 
to be executed in S70 is described with reference to FIG 
18. As the encoding operation is commenced, the 
sub-CPU 84 reads out the gaming data, updated in the 
current game by the gaming information storage RAM 
52, which in turn is set to the work RAM 86 (S80). Next, 
the sub-CPU 84 generates a mode identifier depending 
on a letter type (such as, for instance, a nuxneral, an 



alpha-numeral and a Chinese character, etc.) of the gam- 
ingdata(S81). Subsequently, the sub-CPU 84 generates 
a letter count identifier depending on a letter count of the 
gaming data (S82). Then, the sub-CPU 84 executes the 

5 operation to code the gaming data in binary value (S83) 
and the operation Is executed to add a completion pattern 
to data obtained in the operations in S81 to S83 (S84). 
[0109] After the completion pattern has been added, 
the sub-CPU 84 executes coded word conversion of data 

10 obtained in S84 (SB5) and, additionally, the operation is 
executed to generate an error correction code word, 
based on data obtained in S85, which in turn is added to 
data obtained in SB5 (S86). Thereafter, the sub-CPU 84 
executes the operation to code data obtained in S86 in 

75 a binary mode to allow data to be placed in a matrix form 

(587) . Then, the sub-CPU 84 executes the operation to 
mask a predetermined pattern for data obtained in S87 

(588) . Next, the operation is executed to add format in- 
formation, inclusive of an error correction level and a 

20 mouse identifier (S89), upon which the two-dimensional 
code 30 is generated (S80). The resulting two-dimen- 
sional code 30 is stored in the work RAM 86, thereby 
temiinating the encoding operation (S70). 
[0110] In S71 to which the operation Is shifted when 

25 the encoding operation (S70) is tenninated, the sub-CPU 
84 reads out display pattern data for the two-dimensional 
code 30 from the program ROM 85 while reading out the 
two-dimensional code 30 generated in the work RAM 86 
for supply to the image control circuit 91 (S71 ). Thereaf- 

30 ter, after the operation in S71 has been executed, the 
gaming data stored in the gaming infonnation storage 
RAM 52 is cleared (S72) and the accumulated medals 
are paid out depending on the number of credits stored 
in the control RAM 43 (S73). The gaming data is con- 

35 verted into the two-dimensional code 30 and the medals, 
accumulated in the pachi-slot gaming machine 1 , are 
paid out, upon which the accumulated medal clearing 
process is terminated. 

[01 1 1 ] Here, the command receiving process to be ex- 

40 —"ecuted in the sub-control circuit 82 is described with ref- 
erence to the accompanying drawings. FIG 1 9 is a flow- 
chart showing a sub-routine of the. command receiving 
process to be executed in the sub-controlcircuit 82. Rrst, 
in SI 00, the sub-CPU 84 determines whether or not the 

« start effect command is received. If determination is 
made that no start effect command is received, the op- 
eration goestb S1 05. In contrast, if determination is made 
that the start effect command is received, the sub-CPU 
84 executes the operation in S1 01 to select the effect 

50 pattern associated with the relevant command from 
among a plurality of kinds of effect pattems stored in the 
program ROM 85. For instance, if "RB" flag is set, the 
sub-CPU 84 selects the effect pattern for "RB°. Further, 
if "BB" flag is set, the effect pattem for "BB" is selected. 

55 In succeeding 81 02, effectpattern data, representing da- 
ta indicative of the effectpattern, is supplied to the image 
control circuit 91. After the operation in S52 has been 
executed, the operation goes to Si 05. 
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[01 1 2] In SI 05, the sub-CPU 84 determines whether 
or not the completion effect command is received. If de- 
termination is made that no completion effect command 
Is received, the operation goes to Si 10. In contrast, if 
detemrilnation Is made that the completion effect com- 
mand is received, the sub-CPU 84 executes the opera- 
tion in SI 06 to select the completion effect pattern, as- 
sociated with the relevant command, from among a plu- 
rality of kinds of completion effect patterns stored in the 
program ROM 85. Next, In 8107, the completion effect 
pattern data Is supplied to the Image control circuit 91 . 
After the operation in SI 07 has been executed, the op- 
eration shifts to S1 10 (S1 10). 

[0113] In Si 10, the sub-CPU 84 determines whether 
or not the "RB" setting command is received. If detenni- 
nation is made that the "RB" setting command is re- 
ceived, the operation goes to S1 15. In contrast, if deter- 
mination is made that the "RB" setting command is re- 
ceived, the sub-CPU 84 executes the operation in Si 1 1 
to set "RB" flag. Upon execution of S1 1 1 , the operation 
goes to SnS. Also, "RB" flag represents flag that is set 
at a start of "RB" game and cleared at the end of "RB". 
[0114] In S1 15, the sub-CPU 84 determines whether 
or not a "BB" setting command is received. If determina- 
tion is made that the "BB" setting command is received, 
the operation goes to SI 20. In contrast, if determination 
is made that the "BB" setting command is received, the 
sub-CPU 84 executes the operation in S1 1 6 to set "BB" 
flag. Also, "BB" flag represents flag that is set at a start 
of "BB" game and cleared at the end of "BB". 
[01 1 5] Upon execution of 81 1 6, the sub-CPU 84 de- 
termines v/hether or not "RB" canceling command is re- 
ceived (8120). If detemiinatlon is made that the "RB" 
canceling command Is received, "RB" flag is cleared 
(8121). 

[01 1 6] In 81 20, if detemnination is made that "RB' can- 
celing command is received, or if the operation In 8121 
is executed, the sub-CPU 84 determines whether or not 

"""BB"caiiceirrrg coifimahci Is receivea"(St2Bpfaetertrl-"" 
nation is made that no "BB" canceling command is re- 
ceived, the current sub-routine is completed. On the con- 
trary, if detemination is made that "BB" canceling com- 
mand is received, the sub-CPU 84 clears "BB" flag 
(SI 26). I n cases where the operation is executed in SI 26 
to clear "BB" flag, the current sub-routine is completed. 
[01 1 7] Next, the display control process, to be execut- 
ed in the display control circuit, is described in detail with 
reference to FIG. 20. FIG. 20 is a flowchart showing a 
sub-routine of the display control process to be executed 
in the display control circuit. The image control CPU 92 
generates a screen image associated with various data 
supplied from the sub-CPU 84. As the display control 
process is commenced, first in SI 50, a character display 
process is executed. The character display process rep- 
resents a process by which characters are displayed over 
the liquid crystal display device 31 based on the gaming 
data stored in the gaming irffomiation storage RAM 52. 
Also, the character display process is described below 



in detail with reference to the accompanying drawings. 
After the character display process (81 50) is completed, 
determination is made whether or not effect pattern data 
Is supplied from the sub-CPU 84 (8151: "NO"). The im- 
s age control CPU 92 selects a demo image from the Image 
ROM 96 for storage in the image control work RAM 93 
(8152). 

[0118] In the meanwhile, in cases where effect pattern 
data is supplied from the sub-CPU 84 (S151: "YES") 
while no completion effect pattern data is supplied (SI 53: 
"NO"), the image control CPU 92 selects an effect image 
from the Image ROM 96 for storage in the image control 
work RAM 93 (SI 540). 

[0119] Then, in cases where effect pattern data is sup- 
's pliedf rom the sub-CPU 84 (8151: "YES") and completion 
effect pattern data is supplied (SI 53: "YES"), the image 
control CPU 92 selects an effect image for a completion 
mode from the image ROM 96 for storage in the image 
control work RAM 93 (SI 55). After the operations in 
20 Si 52, SI 54 or SI 55 are executed, if display pattern data 
for the two-dimensional code 30 is received (8156:. 
"YES"), the image control CPU 92 selectsthe two-dimen- 
sional code 30 from the work RAM 86 for storage in the 
image control work RAM 93 (S157). When this takes 
25 place, the two-dimensional code 30 is stored in superim- 
posed relation with the effects images selected in S 1 52, 
8 154 or S 155 and stored in the buffer. Thereafter, If it 
is time for completing the display of the two-dimensional 
code 30 (8158: "YES"), pattern data for the two-dimen- 
30 sional code 30 is cleared (8159). 

[0120] Next, the screen images are outputted to the 
liquid crystal display device 31 each at a predetermined 
timing (for instance for every 1/30 seconds) (8160: 
"YES") (S 1 61 ). As a result, the two-dimensional code 30 
35 is displayed in the two-dimensional code display area 24 
of the liquid crystal display device 31 in a manner as 
shown in FIG. 1 1 . In contrast, if no predetemriined timing 
exists (81 60: "NO"), the operation is routed back to 81 60. 
'Thefeafteri-ifWeffect'is icornp^ "NO"), the 

40 operation is routed back to 8150. On the contrary, if the 
effect is completed (8162: "YES"), effect pattern data is 
cleared (SI 63) and the operation Is routed back to SI 50. 
[0121] Now, the character display process, to be exe- 
cuted in SI 50 set forth above, is described below in detail 
« with reference to FIGS. 21 and 22D. Referring to FIGS. 
21 and 22D, the character display process is described. 
FIG 21 is a flowchart of the character display process 
and FIGS. 22A to 22D are views for Illustrating examples 
In which the characters are displayed. As the character 
so display process begins, first, the gaming data is read out 
from the gaming infonnation storage RAM 52 (Si 70). A 
kind of characters to be displayed in the effect display 
area 23 is selected based on the content of read out 
gaming data In 8171 , detenmination is made whether or 
55 not the number of career game medals used by the play- 
er, who is the owner of the gaming data, exceeds a value 
of 1000 medals. If the number of career game medals is 
stored in gaming data in a value exceeding 1 000 medals 
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(SI 71 : "YES"), the operation goes to SI 73. On the con- 
trary, if the number of pieces game medals is stored in 
gaming infonnation in a value less than 1000 medals 
(Si 71: "NO"), a character (A) is selected and displayed 
in the effect display area 23 (SI 72). The character (A) in 
the presently filed embodiment represents an "Egg" as 
shown In FIG. 22A and the "Egg" is displayed in the effect 
display area 23. After the character (A) has been dis- 
played in the effect display area 23 (8172), the character 
display process is terminated. 

[0122] In contrast, in 8173 to which the operation is 
shifted when determination Is made in SI 71 that the 
number of career game medals exceeds the value of 
1000 medals (SI 71: "YES"), determination is made 
whether or not the number of career game medals ex- 
ceeds 1 000 medals. If determination is made that the 
number of career game medals exceeds 1000 medals 
(SI 73: "YES"), the operation goes to 8175. On the con- 
trary, if the number of career game medals is less than 
5000 medals (S173: "NO"), that is, when the number of 
used career game medals Is greater than 1000 medals 
and less than 5000 medals, a character (B) is selected 
and displayed in the effect display area 23 (SI 74). Here, 
the character (B) in the presently filed embodiment rep- 
resents a "Chick", as shown in FIG. 228, which is dis- 
played in the effect display area 23. After the character 

(B) has been displayed in the effect display area 23 
(SI 74), the character display process is completed. 
[0123] Subsequently, determination is made in SI 75' 
whether or not the career winning times on "BB" stored 
in the gaming data exceeds 30 times. If the career win- 
ning times on "BB" exceeds 30 times (Si 75: "YES"), a 
character (D) is selected and displayed in the effect dis- 
play area 23 (81 77). Here, the character (D) in the pres- 
ently filed embodiment represents a "Cock", as shown in 
FIG. 22D, which Is displayed in the effect display area 
23. After the character (D) has been dispJayed in the ef- 
fect display area 23 (S177), the characterdisplay process 
is completed. On the contrary, if the career winning times 
on "BB"-is-less-than-30 times(S1^5r "NO"); -acharacter- 

(C) is selected and displayed in the effect display area 
23 (8176). Here, the character (C) in the presently filed 
embodiment represents a "Hen", as shown in FIG 22C, 
which is displayed in the effect display area 23. After the 
character (C) has been displayed in the effect display 
area 23 (8176), the character display process is com- 
pleted. 

[01 24] Also, with the gaming machine of the presently 
filed embodiment, it may be preferred for the code infor- 
mation (two-dimensional code 30) to be displayed like 
the pachi-slot gaming machine 1 when the playerfinishes 
playing the game. More particularly, at the end of game, 
it is preferred for the code infonnation to be displayed 
immediately before the medals, accumulated in the 
pachi-slot gaming machine 1 , are paid out. This is be- 
cause displays the code infonnation immediately before 
the accumulated medals are paid out enables the player 
to obtain the gaming data in a reliable manner without 
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forgetting the gaming data displayed as the code infor- 
mation. Also, the present invention is not limited to such 
a timing at which code infomiation is displayed on the 
gaming machine according to the present invention. 

5 

(Structure of Mobile Device) 

[0125] Now, the mobile phone 1 00, as a mobile device 
of the present invention, by whfeh a game system of the 
10 presently filed embodiment is defined, is described in de- 
tail with reference to FIGS. 23. and 24. FIG 23 is an ex- 
terior perspective view of the mobile phone 100 of the 
presently filed embodiment. FIG. 24 is an exterior per- 
spective view of the mobile phone 1 00 of the presently 
'5 filed embodiment in afolded state. Also, the mobile phone 
1 00 corresponds to the mobile device of the present in- 
vention. 

[0126] As shown in FIGS. 23 and 24, the mobile phone 
100 is comprised with a first case 100a having a liquid 
20 crystal display 1 05, and a second case 1 00b having an 
operating section 1 06, with the first and second cases 
100a and 100b being structured to be foldable in direc- 
tions to allow the liquid crystal display 105 and the oper- 
ating section 1 06 to face inward. 
25 [0127] The first case 100a is provided with a mobile 
phone communication unit 102, the liquid crystal display 
105 and an earpiece speaker 1 1 2. The liquid crystal dis- 
play 105 is located on the first case 1 00a at one surface 
thereof, which forms an inside when the mobile phone 
30 100 is folded inward, and provides a display of various 
Intomnatlon such as content of inputs effectuated by the 
operating section 106, the Internet site, etc. Further, by 
displaying the image data, involving the two-dimensional 
code 30 captured by the camera 101, overthe liquid crys- 
35 tal display 1 05 enables the pachi-slot gaming machine 1 
to acquire image data via the image capture device 25 
of the pachi-slot gaming machine 1. Also, with the liquid 
crystal display 105 permitted to display an image avail- 
able to be captured by the camera 101 in an image cap- 
--40- turemode-forihe-camera 1 0tas-wiil-be described later, 
the liquid crystal display 1 05 functions as a so-called find- 
er. As shown in FIG 23, the earpiece speaker 1 12 is lo- 
cated in an area above the liquid crystal display 105 for 
reproducing a voice signal of the other end of a phone 
45 call with the mobile phone 100. \n the meanwhile, as 
shown in FIG. 24, the mobile phone communication unit 
1 02 is located in an area at a rear side of the liquid crystal 
display 105 to be connected to a network to perform 
transmission and receiving of various data. The mobile 
so phone communication unit 1 02 includes a so-called an- 
tenna that is mounted on the first case in retractable ca- 
pabilities. The camera 101 is mounted in the first case 
1 00a on a rear side thereof at a substantially central area. 
The camera 101 serves to obtain an image as image 
55 data available to be captured by the camera 101 and 
includes a light emitting device 101a adapted to emit a 
light in a shortage of light intensity during image capture 
to enable sharp image data to be obtained. 
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[01 28] The second case 1 00b is provided with an op- 
erating section 106 on one surface, which faces inward 
when the mobile phone 1 00 Is folded inward, of the sec- 
ond case 1 00b, and a mike 1 1 3. The second case 1 00b 
internally accommodates therein the mobile phone CPU 
103, which serves to control a function of the mobile 
phone 1 00, and the memory 1 04 that stores the image 
data, captured by the camera 101, and data or the like 
that is downloaded. As shown in FIG 23, the operating 
section 106 is provided with dial key/character keys 1 07, 
a cursor key 108 by which a cursor is moved for selecting 
content to be displayed, a mail key 110, by which en 
electronic mail is transmitted and received, and an inter- 
net connection key 111 to be connected to the Internet. 
[0129] Now, control of the mobile phone 100 is de- 
scribed. FIG. 25 is a block diagram showing an internal 
structure of the mobile phone 1 00. The mobile phone 1 00 
is comprised with the image capture device 25, playing 
a role as the image capture device, the mobile phone 
communication unit 1 02, the mobile phone CPU 1 03, the 
memory 104, the liquid crystal display 105, the operating 
section 1 06, a voice controller 1 1 7, the earpiece speaker 
1 1 2, the mike 1 1 3, a radio controller 1 1 8 (transmitter and 
receiver) and a battery 14. 

[0130] The mobile phone communication unit 102 is 
controlled by the mobile phone CPU 1 03to transmit radio 
wave to and receive the same from a base station as 
medium via the mobile phone communication unit 102. 
The voice controller 117 outputs a receiver signal, out- 
putted from the mobile phone communication unit 102 
via the mobile phone CPU 103, to the earpiece speaker 
1 1 2, while o'utputting the voice signal, outputted from the 
mike 1 13, to the mobile phone communication unit 102 
as a transmission signal via the mobile phone CPU 1 03. 
[0131] The phone call speaker 112 converts the re- 
ceiver signal, outputted from the voice controller 1 1 7, into 
the voice signal and the mike 1 1 3 outputs a transmission 
voice signal, generated by an operator, into the voice 
"signal for" outpufto'this voice controller T1 T. The camera 
101 is operative to capture the two-dimensional code 30 
in image for display on the liquid crystal display device 
31 of the pachi-slot gaming machine 1 , with image re- 
sulting from the Image data being captured being stored 
In a RAM 104a of the memory 104. While the presently 
filed embodiment is described with reference to a case 
wherein a CCD camera Is employed as the image capture 
device, the present invention is not particularly limited to 
such an image capture device and, for instance, a CMOS 
sensor camera may be employed. 
[0132] The memory 104 is comprised of the RAM 104a 
and a ROM 1 04b, with the RAM 1 04a storing the image 
data resulting from the camera 101 capturing the two-di- 
mensional code 30 in image, image data for awaiting 
images, various data, such as music data for ring alert 
(ring alert music of the mobile phone: hereinafter referred 
to as "Chaku-Melo"), and various programs in a non-vol- 
atile fashion. In the meantime, the ROM 42 stores therein 
a conversion program for the two-dimensional code 30 



that will be described later, and control programs related 
to sending and receiving operations of the phone, prep- 
aration/sending/receiving operation for electronic mails 
and the Internet operations and with the mobile phone 

5 100, permitting the mobile phone CPU 103 to execute 
these control programs allows the execution of various 
operations. The battery 1 1 4 supplies various circuits with 
electric power and can be electrically charged via a 
charging temriinal 1 15. Also, the mobile phone CPU 103 

'0 performs the sending and receiving of the electronic 
mails and transmitting and receiving of data over the In- 
ternet by means of the mobile phone communication unit 
102. 

[0133] The mobile phone CPU 103 has a capability of 
T5 downloading the conversion prograrri 133 for the two-di- 
mensional code 30 from the server 1 30 overthe Internet, 
based on a predetemnined command inputted via the op- 
erating section 106 for storage in the memory 104. In 
case of the first embodiment, the conversion program for 
20 the two-dimensional code 30 is preliminarily preinstalled 
for storage in the ROM 104b of the memory 104. The 
mobile phone CPU 1 03 operates to execute reading out 
the conversion program for the two-dimensional code 30 
from the memory 104 and has functions (A) and (B) as 
2S described below. 

(A) The mobile phone CPU 103 recognizes the 
two-dimensional code 30 from image data, obtained 
when the camera 1 01 captures the two-dimensional 

30 code 30 in image, to allow the recognized two-di- 
mensional code 30 to be encoded to generate the 
gaming data. 

(B) The mobile phone CPU 103 allows the mobile 
phone communication unit 1 02 to transmit the gam- 

35 ing data, generated in a manner (A) described 
above, to the server 130 over the Internet. 

(Structure of Server) 

*° [0134] Next, the server, forming the game system, is 
described. FIG. 26 Is a block diagram showing an internal 
structure of the server 130 shown in FIG 1. The server 
130 is comprised with a server communication device 
. 131 enabling the communication with the mobile phone 

45 100 overthe Internet, database 132, a server storage 
device 134 and a server CPU 135 playing a role as an 
arithmetic -processing unit. 

[0135] Database 132 stores therein the conversion 
program 133forthe two-dimensional code 30tobetrans- 

50 mitted to the relevant mobile phone 100 under circum- 
stances where there is a request from the mobile phone 
100 for downloading the programs. Upon receipt of the 
request signal from the mobile phone 1 00, for download- 
ing the conversion program 133 for the two-dimensional 

55 code 30, and ID data of the mobile phone 100, the server 
CPU 135 reads out the conversion program 133 for the 
two-dimensional code 30 from data base 1 32 to be trans- 
mitted to the mobile phone 1 00, from which the download 
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request signal is delivered, over the Internet. This results 
in a capability of causing the mennory 104 of the mobile 
phone 100 to store the conversion program 133 for the 
two-dimensional code 30. Although no need arises for 
the conversion program 133 for the two-dimensional 5 
code 30 to be preliminarily preinstalled like the mobile 
phone 100 mentioned above, there is a mobile phone 
with no preliminarily preinstalled conversion program 133 
for the two-dimensional code 30 and, so, the mobile 
phone 100 is enabled to suitably download the conver- 
sion program 133 for the two-dimensional code 30. Also, 
it is, of course, to be appreciated that in cases where the 
conversion programs133 for the two-dimensional code 
30 are preliminarily preinstalled In all the mobile phone 
1 00, no need arises f orthe server 1 30 to have thef unction 
to download the conversion program 133 for the two-di- 
mensional code 30. 

[01 36] Further, even incases where the image data per 
se of the two-dimensional code 30 is transmitted from 
the rriobile phone TOO, the server 1 30 allows the ROM 
134a to store the conversion program 133 for the two-di- 
mensional code 30 function as a code information con- 
version device by which the resulting two-dimensional 
code 30 is analyzed for conversion. This is because of 
the fact that mobile phone 1 00, with respective specifi- 
cations inoperative to activate the programs even if the 
conversion program 133 for the two-dimensional code 
30 is preliminarily installed in the mobile phone 100 in a 
manner described above or even if the conversion pro- 
gram 1 33 for the two-dimensional code 30 is downloaded 
from the server and, in addition thereto, even if the con- 
version program 133 for the two-dimensional code 30 is 
downloaded to the mobile phone 100, to address such 
issues. That Is, the server storage device 134 Is com- 
prised of a ROM 134a and a RAM 134b and the ROM 
134a stores therein the conversion program 133 for the 
two-dimensional code 30 to be executed by the server 
CPU 135 wherein undera situation where the image data 
of the two-dimensional code 30 is transmitted from the 
mobile phone' TOO together with the control programs, 
related to the server controls, to the ROM 134a, the 
two-dimensional code 30 is recognizedfromthe resulting 
image data and decoded. In the meanwhile, the RAM 
134b functions as a temporary storage device operative 
when executing various controls of the server 130. 
[0137] With the server 130 set forth above, upon re- 
ceipt of the conversion program 133 for the two-dimen- 
sional code 30 from the mobile phone 1 00, the conversion 
program 1 33 for the two-dimensional code 30 is read out 
from database 1 32 of the server 1 30 to transmit the same 
in a mode to be executed by the mobile phone 1 00. In 
the meanwhile, in cases where code information, trans- 
mitted from the mobile phone 100 and function as the 
gaming data, is comprised with the image'data, the con- 
version program 133 for the two-dimensional code 30, 
stored in the ROM 134a, is executed, thereby decoding 
image data. A game, obtained upon decoding, is trans- 
mitted. 



(Operations by Mobile Phone) 

[0138] Now, operations to be executed in the mobile 
phone 100 set forth above are described. Since the mo- 
bile phone 1 00, fonning the game system of the first em- 
bodiment, is of the type wherein the conversion program 
133 for the two-dimensional code 30 is preinstalled, the 
mobile phone 1 00 is able to decode the two-dimensional 
code 30, acquired from the pachi-slot gaming machine 
1 , by itself for thereby confimning the content of the gam- 
ing data. FIG 27 is a flowchart showing the operations to 
be executed in the mobile phone 100. First, depending 
on a command inputted via the operating section 106, 
the mobile phone CPU 103, incorporated by the mobile 
phone TOO, drives the camera 101 function as the image 
capture device whereby the camera 101 captures the 
two-dimensional code 30, involved in the screen image 
displayed on the liquid crystal display device 31 of the 
pachi-slot gaming machine 1 (S200). 
[0139] Subsequently, the mobile phone CPU 103 
stores the image data, obtained in S200, in the memory 

104 (S201). Next, the mobile phone CPU 103 starts up 
the conversion program 133 for the two-dimensional 
code 30 to perfonn the recognition process forthe two-di- 
mensional code 30 (S202), thereby recognizing the 
two-dimensional code 30 based on the image data ob- 
tained in S200. Thus, the gaming data is generated based 
on the recognized two-dimensional code 30. The recog- 
nition process for the two-dimensional code 30 is identi- 
cal to the recognition process (S52) forthe two-dimen- 
sional co'de 30, which has been already described in de- 
tail with reference to FIG 1 5, and repeated description is 
herein omitted. 

[0140] The mobile phone 100 GPU 103 stores the 
gaming data, obtained in the recognition process for the 
two-dimensional code 30 in S202, in the RAM 104a of 
the memory 104 (S203). The mobile phone GPU 103 
provides a display of the content of the gaming data on 
the liquid crystal display 1 05 depending on the gaming 
data stored in the memory 104 mentioned above (see 
FIG. 28). By inputting a predetemiined command upon 
operation of the operating section 1 06, the player is able 
to grasp entire content of the gaming data. 
[0141] FIG 28 is a view showing one example of the 
gaming data, resultingf rom decoding the two-dimension- 
al code 30, which is displayed in the liquid crystal display 

105 of the mobile phone 100. The liquid crystal display 
1 05 is initially provided with a display of the gaming data, 
composed of games summed up in the pachi-slot gaming 
machine, including the pachi-slot gaming machine 1 ac- 
cording to the present invention. Gaming data, associat- 
ed with various modes of the pachi-slot gaming machine, 
is displayed in an area below the gaming data. Although 
FIG. 28 displays the gaming data related to a model name 
"SLOT- GAMING MACHINE A", gaming data subse- 
quent gaming data related to the 'SLOT-GAMING 
AMCHINE A" can be displayed in a scroll fashion by op- 
erating the operating section 106 of the mobile phone 
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100. Also, a mode in which gaming data is displayed is 
not limited to the display mode shown in FIG. 28. 
[01 42] That is, the content to be displayed as gaming 
data is not limited to "NUMBER OF USED MEDALS", 
"WINNING TIMES OF "BB" and "WINNING TIMES OF 
"RB" and gaming data, related to a regular winning com- 
bination such as a "CHERRY" and "PLUM", may be dis- 
played or the maximum record of the number of medals 
winning on "BB" at one time may be displayed. Addition- 
ally, it may be configured such that date and hour is re- 
corded on such gaming data. 

[0143] As set forth above, with the pachi-slot gaming 
machine 1 and the game system of the first embodiment, 
since the two-dimensional code 30, resulting from coding 
gaming data, is displayed in a mode available to be cap- 
tured by the camera 101 of the mobile phone 100 (see 
FIG. 1 1) at the end of game, for instance, the player al- 
lows the camera 1 01 of the mobile phone 1 00 to capture 
the two-dimensional code 30 in image to enable the mo- 
bile phone 100 to easily obtain the gaming data gener- 
ated from the two-dimensional code 30 (see FIG. 28). 
Further, by displaying the two-dimensional code 30 ob- 
tained in the liquid crystal display 1 05 of the mobile phone 
1 00 to allow the image capture device 25 of the pachi-slot 
gaming machine 1 to capture the liquid crystal display 
1 05, for thereby enabling the gaming data (gaming infor- 
mation) of the past to l?e reflected on the current game. 
This enables the playerto continuously play a game even 
in making a slot in time and, hence, it becomes possible 
for the pachi-slot gaming machine 1 to have new high-in- 
terest on a game. 

[0144] Since a game system Is constructed of such a 
pachi-slot gaming machine l , the camera 1 01 , the mobile 
phone 100 having the mobile phone communication unit 
1 02 and the liquid crystal display 1 05, the server com- 
munication device 131 , and the server 130 including da- 
tabase 132 and the conversion program 133 for the 
two-dimensional code 30, the two-dimensional code 30, 
"acquired' from the pachi-slot gaming rhachihe 1 by the 
operation of the player to use the mobile phone 100, is 
converted upon execution of the conversion program 1 33 
forthe two-dimensional code 30 of the mobile phone 1 00. 
With the gaming data, resulting from such a conversion, 
stored in the memory 104 of the mobile phone 100, the 
player is enabled to easily acquire the gaming data, which 
would need troublesome work, to be displayed over the 
mobile phone 100, thereby making it possible to easily 
confinn and analyze the content of such gaming data. 

[Second Ernbodiment] 

[0145] Now, a game system different from that of the 
first embodiment is described as a second embodiment. 
While the game system of the first embodiment, men- 
tioned above, is configured to allow the conversion pro- 
gram 133 forthe two-dimensional code 30 to be prein- 
stalled in the memory 1 04 of the mobile phone 1 00, the 
conversion program 133 for the two-dimensional code 



30 is not preinstalled in a mobile phone 200 by which a 
game system of the second embodiment is formed. The 
second embodiment is described with reference to acase 
wherein the conversion program 133forthetwo-dimen- 
5 sional code 30 is downloaded from the server 130 for 
storage in the memory 1 04 to allow the conversion pro- 
gram 1 33 forthe two-dimensional code 30 to be executed 
for recognizing the two-dimensional code 30 for conver- 
sion to the gaming data. 
10 [0146] Also, outer appearances and fundamental in- 
ternal structures (see FIGS. 1 to 10, FIG. 15 and FIGS. 
18 to 21) of the pachi-slot gaming machine, the mobile 
phone 200 and the server 1 30, by which the game system 
of the second embodiment mentioned above is formed, 
IS and the processes (see FIGS. 1 2 to 1 4 and FIGS. 1 6 and 
1 7) to be executed in the pachi-slot gaming machine are 
identical to those of the first embodiment and, so, de- 
scription of the same is herein omitted, with description 
being made of the mobile phone 200, fomriing the game 
20 system of the second embodiment, and processes to be 
executed in the mobile phone 200 and the server. Here- 
under, the same component parts as those of the game 
system of the first embodiment bear like reference nu- 
merals for description. 
25 [0147] The game system of the second embodiment 
is described with reference to the accompanying draw- 
ings. FIG. 29 is a system structural view of the game 
system of the second embodiment. As set forth above, 
the mobile phone 200 differs from the mobile phone 1 00 
30 of the first embodiment in that no conversion program 
1 33 forthe two-dimensional code 30 is preinstalled in the 
ROM 1 04b but is identical in otherstructures to the mobile 
phone 1 00. That is, the conversion program 1 33 for the 
two-dimensional code 30 is downloaded from the server 
35 1 30 and stored in the memory 1 04, whereby the mobile 
phone 200 is enabled to function in the same manner as 
the mobile phone 100 of the first embodiment. 
[01 48] Now, the processes to be executed in the mo- 
"Bile phone 200 arid the server 1 30 of the second embod- 
10 iment are described with reference to the accompanying 
drawings. FIG. 30 is a flowchart of the process to be 
executed between the mobile phone 200 and the server 
130. As shown in FIG 30, upon operation of a player to 
execute a predetermined operation, the mobile phone 
15 200 transmits a request signal for downloading the con- 
version program 133 for the two-dimensional code 30 
and unique ID data for the relevant mobile phone 200 to 
the server 1 30 via the mobile phone communication unit 
1 02 under Networking Protocol (such as FTP) that is well 
50 known in the art (S230). 

[0149] Ontheotherhand, upon receipt of the download 
request signal and identification data transmitted from 
the mobile phone 200, the server CPU 135 stores ID 
data, owned by the mobile phone 200 by which the down- 
55 load request signal is transmitted, in the RAM 134b 
(S330). Thereafter, the server CPU 135 reads out the 
conversion program 133 for the two-dimensional code 
30 from database 1 32 for downloading (S331 ) and trans- 
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mits the two-dimensional code 30 from database 132 to 
the mobile phone 200 (S332). Then, upon receipt of the 
two-dimensional code 30 from database 132 from the 
server 130, the mobile phone 103 stores the conversion 
program 1 33 forthe two-dimensional code 30 in the mem- 
ory 104 (S231). 

[01 50] Thus, upon operation of the server 1 30 to down- 
load the conversion program 133 forthe two-dimensional 
code 30, the mobile phone 200 forming the game system 
of the second embodiment operations in the same func- 
tions as the mobile phone 100 of the first embodiment. 
That is, by executing the conversion program 1 33 forthe 
two-dimensional code 30 stored in the RAM 104a during 
a phase wherein the camera 101 captures the two-di- 
mensional code which Is generated based on the coded 
gaming data of the pachi-slot gaming machine 1 , theplay- 
er is enabled to easily grasp the content of the gaming 
data. That is, even in cases where the player has the 
mobile phone 200 in which no conversion program 133 
forthe two-dimensional code 30 is preinstalled, the player 
is able to utilize the game system like the player who has 
the mobile phone 100 in which the conversion program 
133 for the two-dimensional code 30 Is preinstalled 
whereby the player is able to confinn own gaming data 
and analyze the same. 

[Third Embodiment] 

[0151] Now, a game system different from those of the 
first and second embodiments is described as a third 
embodiment. With the game systems of the first and sec- 
ond embodiments, the mobile phone lOO.andthe mobile 
phone 200 are able to execute the conversion program 
133 for the two-dimensional code 30 using the mobile 
phone CPU 1 03 provided that the conversion program 
1 33forthe two-dimensional code 30 is stored in the mem- 
ory 1 04. A mobile phone 300, fomriing a game system of 
the third embodiment, has an Internet connection func- 
tion through which the camera 101 is able to retrieve the 
two-dimeTTsionarcode 3d. However, TFie mobile phone 
300 is unable to execute the conversion program 1 33 for 
the two-dimensional code 30 with the mobile phone CPU 
103. 

[0152] Also, outer appearances and fundamental in- 
ternal structures (see FIGS. 2 to 10 and FIGS. 23 to 26) 
of the pachi-slot gaming machine, the mobile phone and 
the server, by which the game system of the third em- 
bodiment mentioned above is formed, andthe processes 
(see FIGS. 13 through 22D) to be executed in the 
pachi-slot gaming machine are identical to those of the 
first and second embodiments and, so, description of the 
same is herein omitted, with description being made of 
the mobile phone 300, forming the game system of the 
third embodiment, and processes to be executed in the 
mobile phone 300 and the server 130. Hereunder, the 
same component parts as those of the game systems of 
the first and second embodiments bear like reference 
numerals for description. 



[0153] As setforth above, the mobile phone 300 differs 
from the mobile phones 100 and 200 of the first and sec- 
ond embodiments in that the mobile phone CPU 1 03 is 
unable to execute the conversion program 1 33 for the 

5 two-dimensional code 30. 

[0154] The game system of the third embodiment 
structured with the mobile phone 300, which is unable to 
execute the conversion program 1 33 for the two-dimen- 
sional code 30, is described with reference to the accom- 

'0 panying drawings. FIG 31 is a view for illustrating a sys- 
tem structure of the game system of the third embodi- 
ment. As shown in FIG 31 , since the mobile phone 300 
is unable to execute to execute the conversion program 
1 33 for the two-dimensional code 30, the mobile phone 

'5 300 transmits the two-dimensional code 30, acquired 
from the pachi-slot gaming machine 1 , to the server 1 30. 
The server 130 is configured in a structure to decode the 
received two-dimensional code 30 to allow the resultant 
gaming data to be transmitted to the mobile phone 300. 

20 Other structures are similar to those of the first and sec- 
ond embodiments. 

[0155] Now, the processes to be executed between 
the mobile phone 300 and the serve 130 are described 
in detail with reference to the accompanying drawings. 

25 F IG . 32 is a flowchart showing the process to be executed 
between the mobile phone 300 and the server 130. First, 
in S250, the mobile phone CPU 1 03, incorporated in the 
mobile phone 300, drives the camera 101, function as 
the image capture device, in response to a command 

30 inputted via the operating section 1 06 to cause the cam- 
era 101 to capture the two-dimensional code 30 con- 
tained in the screen image displayed on the two-dimen- 
sional code display area 24 of the pachi-slot gaming ma- 
chine 1 (see FIG 11). 

35 [0156] Subsequently, the mobile phone CPU 1 03 ac- 
cesses to a predetermined address (such as an URL 
indicative of a site of a gaming machine manufacturer) 
inside the server 1 30 in response to a command inputted 
via the operating section 1 06 or data indicative of an ad- 

"46— dress prelTmiriMytiinsrnitted f rdmlhe se"ive7i"30 to al- 
low image data, obtained when the camera 101 captures 
the two-dimensional code 30 in image, to be transmitted 
together with ID data of the mobile phone 300 to the serv- 
er 130 over the Internet by means of the mobile phone 

15 communication unit 1 02 underthe Internet Protocol (such 
as FTP) that is well known in the art (8251). 
[0157] In the meanwhile, upon receipt of Image data 
and ID data of the mobile phone 300, the server CPU 
135, incorporated in the server 130, stores the image 

50 data, described above, and ID data in the RAM 134b 
(S350). Next, the sen/er CPU 135 executes a process 
for recognizing the two-dimensional code 30 (S35 1 ) such 
that the two-dimensional code 30 is recognized from the 
image data obtained when the camera 101 (image cap- 

55 ture device) of the mobile phone 300 captures the two-di- 
mensional code 30 (code information) to cause the re- 
sulting recognized two-dimensional code 30 to be con- 
verted to the gaming data. Also, the process for recog- 
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nizing the two-dimensional code 30 in the third embodi- 
ment, which is similarto that in the first embodiment, has 
been already described with reference to FIG. 16 and, 
therefore, description of the same is herein omitted. 
[0158] Then, the server CPU 135 stores the gaming 
data, obtained by the process for recognizing the two-di- 
mensional code 30 in S301, in the RAM 134b in correla- 
tion with ID data of the mobile phone 300 (S352). The 
server CPU 135 reads out the gaming data, obtained by 
the process for recognizing the two-dimensional code 30 
in S301 , from the RAM 134b for transmission to the mo- 
bile phone 300 based on ID data (S153). 
[0159] Upon receipt of the gaming data from the server 
130, the mobile phone CPU 103 stores the relevant gam- 
ing data in the memory 104 (S252). Then, the mobile 
phone CPU 1 03 displays the gaming data over the liquid 
crystal display 1 05 (see FIG. 24). Thus, the player is en- 
. abled tp grasp the content of gaming data upon inputting 
a predetermined command through operation of the op- 
erating section 106. 

[01 60] As set forth above, with the game system of the 
third embodiment, since the two-dimensional code 30, in 
which gaming data related to the outcome of the premium 
lottery is coded, is displayed over the pachi-slot gaming 
machine 1 to allow the player to use the camera 101 of 
the mobile phone 300 for capturing the two-dimensional 
code 30 in image upon which the resulting image data is 
transmitted to the server 1 30 in the same manner as the 
first embodiment, theplayeris enabledto obtain the gam- 
ing data from the server 1 30. That is, even in cases where 
no conversion program 1 33 for the two-dimensional code 
30 is stored in the memory 1 04 of the mobile phone 300, 
the game system of the third embodiment makes it pos- 
sible for the player to obtain the gaming data to grasp 
the content thereof. Accordingly, even in cases where 
the player has the mobile phone 300 with no capability 
of executing the conversion program 133 for the two-di- 
mensional code 30, the player is able to utilize the game 
"system like the other play ers who have the mobile phone 
100 and the mobile phone 200 with their capabilities of 
executing the conversion program 1 33 for the two-dimen- 
sional code 30, respectively, whereby the player is able 
to confinn own gaming data and analyze the same. 
[0161] Also, the present invention is not limited to the 
embodiments set forth above and it is to be understood 
that various improvements and modifications may be 
made without departing from the scope of the present 
invention. For instance, while the presently filed embod- 
iments have been described with reference to the struc- 
tures wherein the two-dimensional code display area 24 
takes the fonri of a display area on which a part of the 
effect display area 23 is displayed under a particular con- 
dition, the pachi-slot gaming machine 1 may be provided 
with a two-dimensional code display area as a separate 
display device. 

[0162] Further, while the presently filed embodiment 
has been described with reference to the stmcture 
wherein the characters are displayed depending on the 



gaming data stored in the gaming infotmation storage 
RAIVI 52, it may be altered such that a tale, composed of 
a plurality of short stories, is displayed. In such a case, 
since the tale is able to rouse interests of a player who 
5 desires to look at the rest of the stories, it becomes pos- 
sible to encourage the player to play a game in a further 
continuous manner. 

[0163] Furthemnore, while the presently filed embodi- 
ment has been described with reference to the structure 

'0 arranged to provide a display of the four kinds of char- 
acters depending on the gaming data stored in the gam- 
ing infonnation storage RAM 52, it may be configured in 
a structure to increase the number of detemiination con- 
ditions for the gaming data for thereby increasing kinds 

'5 of characters to be displayed. This allows the characters 
to be differently displayed on each detemiination condi- 
tion of the gaming data and, hence, in cases where a 
specified condition is established, a rare character can 
be displayed. As a result, making an attempt to display 

20 the rare character enables the player to rouse new inter- 
ests on a game. 

[0164] Furthemnore, according to the above embodi- 
ments, since the code infomnation is easily transferred 
to the outside, it is possible to easily accumulate the code 

25 infon-nation. Additionally, the gaming machine of the 
present invention is configured to read the code infonna- 
tion, it is possible to used the preliminary accumulated 
code infonnation in a new play in the gaming machine, 
whereby the player can play a continuously play with his 

30 accumulated code information. 

[0165] Additionally, since the game-related informa- 
tion is easily transferred to outside, it is possible to ac- 
cumulate the game-related information, whereby a data 
based that stores the game-related information can be 

35 obtained. 

[0166] Additionally, the mobile device Is configured to 
capture the code infonnation displayed on the- gaming 
machine. By sending the captured code information to 
the server, the player obtains the game-related infomia- 

■'o tion regarding the player. By this configuration, since the 
player easily obtains his game-related information, vari- 
ous analyses regarding the game-related infomnation 
can be made, whereby the player can be develop his skill 
in playing the gaming machine by using results of the 

45 analysis. 

[0167] Additionally, the gaming machine is configured 
to receive the code infonnation from the server, and the 
gaming machine converts the received code infonnation 
to data which is readable to the player, whereby the play- 
so er can be recognized that what code information is trans- 
fened to the gaming machine by seeing the data dis- 
played on the display device of the gaming machine. 
[0168] Additionally, the mobile device is configured to 
send the code information obtained from the gaming ma- 
ss chine and receive the converted code information, which 
is readable by the player, from the server. By storing the 
converted code information in the mobile device, the 
player can recognize the code information displayed on 
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the display device of the mobile device anywhere. 
[Fourth Embodiment] 

[0169] Next, a tourth embodiment according to the 
present invention is described. 

[0170] (Structure of Game System) FIG. 33 is a net- 
work structural view showing one example of a game 
system of a fourth embodiment. The game system is 
comprised of the pachi-slot gaming machine 1 , the mo- 
bile phone 1 00 equipped with thecamera 101 (not shown, 
see accompanying drawings, related to the first embod- 
iment, and FIG 24) function as the image capture device, 
the sen/er 130 operative to transmit data to and receive 
the same from the mobile phone 100 over the Internet, 
and a gaming device (video game machine) 150 opera- 
tive to execute game programs stored in a CD-ROM 
1554. 

[0171] As will be understood upon comparison be- 
tween FIG. 1 and FIG 33, a pachi-slot gaming machine 
1A has no image capture device 25 in a form different 
from the pachi-slot gaming machine 1 of the first embod- 
iment. Other structures and functions are identical to 
those of the pachi-slot gaming machine 1 and, hence, 
duplicated description of the same is herein omitted. 
[01 72] The mobile phone 1 00, to be used in the pres- 
ently filed embodiment, has the same structure as the 
mobile phone 1 00 of the first embodiment and, therefore, 
duplicated description is herein omitted. 
[01 73] Further, the server ISOof the presently filed em- 
bodiment receives a lottery outcome, transmitted form 
the mobile phone 100, and extracts premium data from 
among premium data (such as, for instance, image data 
for an awaiting image, music data for Chaku-Melo 
("Chaku-Melo" is music data of cellular phone ring mel- 
ody)) and password data, etc., for canceling restrictions 
on functions of game programs) based on lottery out- 
come data received from the mobile phone 100. Then, 
the selected premium data is transmitted to the mobile 
phone TOO. 

[0174] The gaming device 150 is able to read out 
record medium such as, for instance, the CD-ROM 154 
(see FIG. 46) stored in the game programs to allow the 
player to amuse himself upon operation of a game con- 
troller 153. By inputting the password data transmitted 
from the mobile phone 1 00 as premium data, the restrict- 
ed functions of the game program, stored in the CD-ROM 
154, are released to have a function to be usable. The 
game program to be used in the presently filed embodi- 
ment represents a game program that enable the player 
to play the game upon simulation thereof with the 
pachi-slot gaming machine 1A, which takes the fonn of 
a structure wherein by inputting the above-described 
password (password data), the player is able to select, 
in addition to the pachi-slot gaming machine 1 A operative 
to allow the'playerto play in a nomrial fashion, a pachi-slot 
gaming machine of another model. 
[0175] The password data, mentioned above, corre- 



sponds to game-related infonmation or key information 
based on which game-related infomiation is obtained. 
With the presently filed embodiment, although this key 
infonnation includes electronic infomiation that releases 

5 the functional restrictions limited on function of the game 
program described above, the present invention is not 
limited to such Infomiation for releasing the functional 
restrictions and, for instance, image data or the like can 
be suitably altered for varying costumes of a character 

'0 function as a personage on a game for use in the game 
program described above, provided that electronic infor- 
mation includes the game-related information of the 
present invention or Infomiation for obtaining the 
game-related infomiation. 

'5 [0176] That is, the game-related information, obtained 
in the gaming machines of the present invention, or key 
information for obtaining game-related infomiation refer 
to infomriation are of the nature obtained depending on 
the lottery outcome resulting inside the pachi-slot gaming 

20 machine 1A functions as the gaming machine. Thus, 
such information has a capability of providing a player 
with a game related to a home use gaming device (video 
game) or a some kind of merit aside from an exciting and 
entertaining capability of the gaming machine whereby 

25 the exciting and entertaining capability is expanded in 
width to provide a capability of achieving a breakthrough 
on a present situation under which excitement, born by 
the game of the gaming machine per se, directly leads 
to popularity of the relevant gaming machine. 

30 [0177] Thus, with the game system of the presently 
filed embodiment, by capturing the two-dimensional code 
• 30, displayed on the liquid crystal display device 31 of 
the pachi-slot gaming machine 1 A, at the end of the play 
on "BB", using the camera 101 of the mobile phone 100, 

35 the two-dimensional code 30 can be obtained with the 
mobile phone 1 00. Then, by transmitting the lottery out- 
come data which is generated based on the two-dimen- 
sional code 30 to the sen/er 130, the premium data can. 
be obtained from the server 130. In addition, in cases 

^0 where this premium data includes the password data, 
inputting the password to the game program, to be exe- 
cuted in the gaming device 150, enables the player to 
amuse himself with the game program using a function 
(of a hidden model of a pachi-slot gaming machine in the 
presently filed embodiment) that is subject to functional 
restrictions. 

[0178] Also, the system of the presently filed embodi- 
ment is not limited to the pachi-slot gaming machine 1A 
like the first embodiment and may have applications to, 
50 for instance, a pachlnko-gaming machine, a slot-gaming 

machine, etc. 

[0179] Further, code information usable inthe present- 
ly filedembodiment is not particularly limitedtothetwo-di- 
mensional code 30 as explained in connection with the 
55 first embodiment described above. 

[0180] Furthemiore, like the first embodiment, with the 
presently filed embodiment, the mobile device is not lim- 
ited to the mobile phone 1 00 and, of course, may include 
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a PDA, etc. 

[0181] Moreover, while the presently filed embodiment 
is described with reference to a case wherein transmis- 
sion and receiving of data are performed between the 
mobile phone 1 00 and the server 130 over the radio, the 
present invention is not limited to such a case and may 
achieve transmission and receiving of data over a cable 
communication. 

(Structure of Pachi-Siot Gaming Machine) 

[0182] FIGS. 34 and 35 are perspective views typically 
showing the pachi-slot gaming machine 1 A shown in FIG 
33. As described above, the pachi-slot gaming machine 
1A differs from the pachi-slot gaming machine 1 of the 
first embodiment in that the pachi-slot gaming machine 
1 A does not include the image capture device 25. 
[0183] Therefore, the pachi-slot gaming machine 1 A 
has no shutter button 26 but includes a 2-BET button 5c. 
Also, the buttons predetermined at 5a, 5b represent the 
1-BET button and the MAXIMUM-BET buttori, respec- 
tively, like the first embodiment. Operatingthe 2-BET but- 
ton 5c enables two medals of gaming media, to be used 
in a game. In addition, the pachi-slot gaming machine 1 A 
is also provided with the symbols S like those shown in 
FIG. 4. Also, since the winning combinations are set In 
the pachi-slot gaming machine 1A in the same way as 
those used in FIG 5, mentioned above, and duplicated 
description of the same is herein omitted. Structures and 
functions of the other parts are similar to those of the 
pachi-slot gaming machine 1 and duplicated description 
of the same is herein omitted. 
[0184] An internal structure of the pachi-slot gaming 
machine 1A is shown in FIG 36. As will be understood 
from comparison between the pachi-slot gaming ma- 
chine 1 A and the pachi-slot gaming machine 1 of the first 
embodiment, a control system of the pachi-slot gaming 
machine 1 A includes the 2-BET switch 72 in place of the 
shTitterbQttdh26ana'the imagecapture^evic^^^ 
structure is identical to that of FIG 6 and duplicated de- 
scription of the same is herein omitted. 
[0185] With the presently filed embodiment, the 
sub-CPU 84 has a function to execute various operations 
in accordance with programs stored in the program ROM 
85, thereby controlling the sub-control circuit 82 in ac- 
cordance with a variety of commands supplied from the 
main CPU 41 . Further, the sub-CPU 84 executes display 
controls for the image control circuit 91 . Furthermore, the 
sub-CPU 84 executes the lottery fordetermining whether 
to affonj a premium to a player at a timing when a com- 
mand, related to the "BB° setting, is received from the 
main control circuit 81, after which the lottery outcome 
data, related to such a lotteiy outcome, is encoded to 
generate the two-dinnensional code 30 for storage in the 
work RAM 86. Then, the sub-CPU 84 selects a display 
pattern forthe two-dimensional code SOfrom the program 
ROM 85 at a timing when a command, related to the "BB" 
cancellation from the main control circuit 81 , to transmit 



the same to the image control CPU 92. The display pat- 
tern forthe two-dimensional code 30 may include various 
data, such as position and time period in which the two-di- 
mensional code 30 is displayed, which is needed forthe 

5 two-dimensional code 30 to be displayed. As described 
below, the image control CPU 92, which has received 
the display pattern for the two-dimensional code 30, ex- 
ecutes the operation to read out the two-dimensional 
code 30 from the work RAM 86 for display overthe liquid 

10 crystal display device 31 depending on the display pat- 
tern for the two-dimensional code 30. Also, while the 
presently filed embodiment is described with reference 
to a case wherein lottery outcome data is encoded to 
generate the two-dimensional code 30, the present in- 

)5 vention may be implemented such that the two-dimen- 
sional code 30 is preliminarily stored in the image ROM 
96 or the like. 

[0186] Additionally, with the presently filed embodi- 
ment, the work RAM 86 has a function to store various 

20 flags and values of variables in temporary storage areas 
of the sub-CPU 84. Moreover, the work RAM 86 stores 
the lottery outcome data, related to the lottery outcome, 
and the two-dimensional code 30 resulting from encoding 
such a lottery outcome data. Also, while the presently 

25 filed embodiment employs the work RAM 86 as the tem- 
porary storage area of the sub-CPU 84, the present in- 
vention is not limited to such a configuration and may 
include readable record medium. 
[0187] Further, with the presently filed embodiment, 

30 the image ROM 96 stores character images, etc., repre- 
senting, for instance, a background image and charac- 
ters. While the presently filed embodiment is described 
with reference to a case wherein the lottery outcome data 
is encoded to crease the two-dimensional code 30, the 

35 present invention may be implemented such that the 
two-dimensional code 30 is preliminarily stored in the im- 
age ROM 96. 

[0188] Even with the presently filed embodiment, the 
' Trnap control CPD"92"operates"ih the same manner as 

''O that of the first embodiment to store various images, ex- 
tracted from the image ROM 96 or the work RAM 86, in 
the video RAM 97 to allow the various images to be su- 
perimposed such that, for instance, a background image, 
a character image andthe two-dimensional code30 over- 

« lap on an image, placed reannost area, iii this order 
whereby a screen image is synthesized which in turn is 
supplied to the liquid crystal display device 31 at a pre- 
determined timing. As a result, the liquid cr/stal display 
device 31 displays the two-dimensional code 30 (see FIG 

50 11). As shown in FIG 1 1 , the player is able to capture the 
two-dimensional code 30, displayed over the liquid crys- 
tal display device 31, using the camera 101 of the mobile 
phone 100. When this takes place, the liquid crystal dis- 
play device 31 functions as a code information display 

55 device that provides a display of the two-dimensional 
code 30 (code infomriation), resulting from coding lottery 
outcome data related to the lottery outcome, in a mode 
available to be captured by the camera 1 01 (readout de- 
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vice) from the outside of the pachi-slot gaming machine 
1A. 

[0189] Also, whiie the presently filed embodiment is 
described with reference to a case wherein the sub-CPU 
84 encodes the lotteiy outcome data to generate the 
two-dimensional code 30, the present invention may be 
implemented in such a way to allow the two-dimensional 
code 30 to be preliminarily stored in a storage device 
incorporated in a gaming machine. In such a case, more 
than one table data is preliminarily stored in the storage 
device In correlation with a certain random number and 
the Image data of the two-dimensional code 30, thereby 
causing image data of the two-dimensional code 30, as- 
sociated with the random number depending on the lot- 
tery outcome, to be displayed over the liquid crystal dis- 
play device 31 . 

[0190] Hereunder, it is supposed that the pachi-slot 
gaming machine 1 A is started up and variables for use 
fn the main CPU 41 are initialized at predetermined val- 
ues while operati ng under a steady state with preset val- 
ues being set to predetemiined values! 
[0191] FIGS. 37 and 38 are flowcharts showing a main 
routine of a game execution process to be perfonned in 
the main control circuit of the presently filed embodiment. 
[0192] First, instep 1A (SI A), the main CPU 41 deter- 
mines whether or not there Is a request for automatic 
insertion of medals. Also, as used herein, the phrase "a 
situation where there is a request for automatic insertion" 
refers to a situation under which the winning combination 
of "REPLAY" is established In a preceding game. In the 
presence of the req uest for automatic insertion of medals, 
the operation is executed to automatically insert the re- 
quested number of medals (S3A), while transmitting a 
medal Insertion command to the sub-control circuit 82 
(S4A). 

[0193] On the contrary, if detemnination is made in SI 
thatthere is no request for automatic insertion of medals, 
the main CPU 41 determines Whether or not the medals 
ere inserted (S2A). That is, upon discriminating whether 
or hot a "detection sigriafisl-iBceived from the inserted 
medal sensor 75 detecting that the medals are inserted 
to the medal insertion slot 6 or whether or not a detection 
signal is received from the BET-switch (1 -BET switch 71 , 
the 2-BET switch 72 or the MAXIMUM-BET switch 73), 
the main CPU 41 determines whether or not the medals 
are inserted. Also, If determination is made that the de- 
tection signal is received from the BET-switch (1-BET 
switch 71 , the 2-BET switch 72 or the MAXIMUM-BET 
switch 73), the main CPU 41 executes the operation by 
which the number of credits, equivalent to the number of 
medals subjected to "BET", is subtracted from the 
number of credits stored in the RAM 43. 
[01 94] In S2A, if determination is made that no medal 
is inserted, the main CPU 41 restores the operation to 
81 A. Further, in S2A, if determination is made that the 
medals are inserted or if the operation in S4A is executed, 
the main CPU 41 detennines whether or not the start 
lever 10 is operated (S5A). That is, the main CPU 41 



detennines whether or not an input signal is received 
from the start switch 6S. 

[0195] In S5A, it detemiination is made that no start 
lever 10 is operated, the main CPU 41 restores the op- 

5 eration to SI A. On the contrary, if detemiination is made 
In S5A that the start lever 10 is operated, the main CPU 
41 executes various operations related to various setting 
(S6A). During operations on various setting, the sampling 
is executed on the random number delivered from the 

10 random number generator 46 at a timing when the start 
lever 1 0 is operated, thereby perfomning lottery operation 
that generates ian internal winning combination (winning 
flag) based on the random number, resulting from the 
sampling, and the odds lottery table (see FIGS. 1 0A and 
1 08) set in the RAM 43. Further, during such operations 
on various setting, for instance, the main CPU 41 exe- 
cutes the operation to select a stop control table, by which 
the reels 3L, 3C, 3R are stopped, and initializing opera- 
tion, by which the reels 3L, 3C, 3R are rotated, upon 

20 which the reels 3L, 3C, 3R begin to rotate. 

[0196] After the rotations of the reels 3L, 3C, 3R have 
started, the numbers of drive pulses transmitted to the 
stepping motors 53L, 53C, 53R are counted, respective- 
ly, with the resulting count values being stored in the con- 

25 trol RAM 43. Reset pulses are obtained for each rotation 
of the reels 3L, 3C, 3R and these pulses are inputted to 
the main CPU 41 via the reel position detection circuit 
60. Upon receipt of these reset pulses, the count values 
of the drive pulses counted in the control RAM 43 are 

30 cleared to "0". By so doing, the control RAM 43 stores 
the count values associated with the rotational positions 
within a range for one revolution of each of the reels 3L, 
3C, SR. 

[0197] Further, with the symbol table (see FIG 4) 

35 stored in the program ROM 42 forthe purpose of pemiit- 
ting the rotational positions of the reels 3L, 3C, 3R and 
the symbols S drawn on the reel outer peripheries to be 
con-elated to each other, code numbers, sequentially al- 
located to certain rotational pitches of the respective reels 
"3U~3C, i3R, respectively, are associated with symbol 
codes, indicative of the symbols 8 provided in association 
with the respective code numbers, on the basis of the 
rotational positions at which the above-described reset 
pulses are generated. Furthermore, the winning symbol 

45 combination table, stored in the program ROM 42, is re- 
fen-ed to when controllably stopping the respective reels 
3L, 3C, 3R and when performing the winning confirmation 
after all the reels have been stopped. Afterthe operation 
in S6 has been executed, the main CPU 41 restores the 

50 operation to S7A. 

[0198] In S7A, the main CPU 41 sets a start effect com- 
mand in the control RAM 43. The start effect command 
represents a command, by which the liquid crystal display 
device 31 begins to provide a display of a predetermined 

55 effect image, which includes data related to the internal 
winning combination determined in the lottery outcome 
mentioned above. The start effect command is supplied 
to the sub-control circuit 82 at a predetermined timing. 
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After the operation in S7A has been executed, the main 
CPU 41 restores the operation to S8A. 
[0199] In S8A, the main CPU 41 detennines whether 
or not the stop buttons 1 1 L, 1 1 C, 1 1 R are tuned "ON" in 
response to the presence of or absence of the input sig- 
nals from the reel stop signal circuit 56 (S8A). If detemni- 
nation is made that the stop buttons 1L, 110, 11R are 
not tuned "ON", the main CPU 41 determines whether 
ornot a value of the automatic stop timer lies at "0" (S9A). 
In S9A, if detennination is made that the value of the 
automatic stop timer does not lie at "0", the operation is 
routed back to S8A. 

[0200] Onthecontrary, if detemiinationismadein S8A 
that the stop buttons 1L, 1 1C, 1 1 R are tuned "ON" or if 
detennination is made in S9A that the value of the auto- 
matic stop counter lies at "0", the main CPU 41 stops 
rotating the reels 3L, 30, 3R, associated with the inputted 
stop buttons 1 1 L, 1 1 C, 1 1 R, respectively, but, in this mo- 
ment, the number of sliding symbols is determined based 
on a winning request (i.e., an internal winning combina- 
tion), positions (rotational positions of the reels 3L, 3C, 
3R) of the symbols S and the selected stop control table 
(S10). 

[0201] Next, the main CPU 41 executes the operation 
to rotate the reels 3L, 3C, 3R by respective numbers of 
rotations equivalent to the number of sliding symbols de- 
termined in SI OA upon which the reels 3L, 3C, 3R are 
caused to stop (SUA), thereby setting a stop request for 
one reel 3 (S12A). The main CPU 41 detemiines whether 
or not all the reels 3L, 30, 3R are stopped (S13A). If 
detennination is made that all the reels 3L, 30, 3R are 
not.halted, the operation is routed. back to S8A. On the 
contrary, if determination is made that all the reels 3L, 
30, 3R are halted, the main 0PU41 executesthe winning 
retrieval (SUA). When this takes place, the operation is 
executed by referring to the winning symbol combination 
table, or the like, that is stored in the ROM 42. Also, it 
may be configured that determination is made whether 
or hot the winning flag is normal and if th'e winning flag" 
is found not to be normal, an illegal error is displayed to 
interrupt the operation. 

[0202] After the winning retrieval has been executed 
(S14A), the main CPU 41 sets a completion effect com- 
mand to the RAM 43 (SI 5A). The completion effect com- 
mand represents a command, permitting an effect image 
to be displayed at the end of the game depending on tlie 
gaming outcome, which includes data related to an out- 
come of the winning retrieval in SUA. The completion 
effect command is supplied to the sub-control circuit 82 
at a predetennined timing. 

[0203] Next, the main CPU 41 determines whether or 
not the medals are paid out, that is, the presence of or 
absence of winning number (S16A). If detennination is 
made that the medals are paid out, the main CPU 41 
executes the operations to accumulate or payout the 
number of medals depending on a gaming state and win- 
ning combination (SI 7A). When accumulating the med- 
als, the main CPU 41 executes the operation to allow the 



number of credits, stored in the control RAM 43, to be 
added. In the meantime, when paying out the medals, 
the main CPU 41 transmits a payout command signal to 
the hopper drive circuit 51 to cause a predetermined 

5 number of medals to be paid out from the hopper 50. In 
this moment, the medal detection unit 50S counts the 
number of medals being paid out from the hopper 50 and 
when the count value reaches a predetermined number, 
a medal payout completion signal is inputted to the main 

'0 CPU 41 . This allows the main CPU 41 to stop driving the 
hopper 50 for completing the payout operation of the 
medals. 

[0204] Subsequently, the main CPU 41 determines 
whether or not the winning occurs on "RB" (S18A). If 

'5 determination is made that the winning occurs on "RB", 
the main CPU 41 executes the operation related to the 
"RB" setting (SI 9A). In Si 9A, the main CPU 41 executes 
the operations related to the setting of the odds lottery 
table for "RB" and winning symbol combination table for 

20 "RB". Also, in S19A, the main CPU 41 begins counting 
the winning times on "RB" game or the like, while com- 
mencingthe operation to display the resulting count value 
in the bonus gaming information display unit 1 6. Afterthe 
operation in Si 9A has been executed, the main CPU 41 

25 restores the operation to S20A. 

[0205] In S20A, the main CPU 41 sets an "RB" setting 
command to the control RAM 43. The "RB" setting com- 
mand represents a command, pennitting the effect image 
for "RB", function as the screen image, to be displayed 

30 overthe liquid crystal display device 31, which is supplied 
to the sub-control circuit 82 at a predetennined timing. 

[0206] If determination is made in 81 BA that no winning 

occurs on "RB" or if the operation In S20A is executed, 
the main CPU 41 determines whether or not the winning 

35 occurs on "BB" (S21 A). If detennination is made that no 
winning occurs on "BB", the main CPU 41 executes the 
operation related to the setting of "BB" (S22A). In S22A, 
the main CPU 41 executes the operations related to the 
setting'of the odds lottery table for"BB" and the winning 

10 symbol combination table for "BB". In S24A, the main 
CPU 41 begins counting the number of games practiced 
on "BB" or the like, displaying the resulting count value 
in the bonus gaming infomnation unit 1 6 and counting the 
medals being paid out. In this moment, the main CPU 41 

15 functions as a gaming state altering device in which the 
operation is shifted to a special gaming state ("BB"). 
Thereafter, the main CPU 41 restores the operation to 
S23A. 

[0207] In S23A, the main CPU 41 sets a "BB" setting 
50 command to the control RAM 43. The "BB" setting com- 
mand represents a command, pennitting the effect image 
for "BB", function as the screen image, to be displayed 
overthe liquid crystal display device 31 , which is supplied 
to the sub-control circuit 82. 
55 [0208] In S21A, if determination is made that no win- 
ning occurs on "BB" or if the operation in S23A is exe- 
cuted, the main CPU 41 determines whether or not "RB" 
is completed (S24A). If detennination is made that "RB" 
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is completed, then, the main CPU 41 executes the oper- 
ation related to an "RB° setting cancellation (S25A). In 
S25A, the main CPU 41 executes operations by which 
the odds lottery table for "RB", set in SI 9A, and the win- 
ning symbol combination table for "RB' are altered to an 
odds lottery table for use in a nonnal gaming state (aside 
from "RB" or "BB"). Thereafter, the main CPU 41 restores 
the operation to S26A. 

[0209] In S26A, the main CPU 41 sets an "RB" can- 
cellation command to the control RAM 43. The "RB" can- 
cellation command represents a command by which the 
display of the effect image for "RB" function as the screen 
image is terminated and the operation is executed to pro- 
vide a display of an effect image for the nonnal mode 
(aside from "RB" or "BB"). The "RB" cancellation com- 
mand is supplied to the sub-control circuit 82 at a prede- 
termined timing. 

[0210] In S24A, if detemiination is made that "RB" is 
completed or if the operation in S26A is executed, the 
main CPU 41 determines whether or not "BB" is com- 
pleted (S27A). If determination is made that "BB" is com- 
pleted, then, the main CPU 41 executes the operation 
related to the "BB" setting cancellation (S28A). In S28A, 
the main CPU 41 executes the operations by which the 
odds lottery table for"BB", set in S22A, and the winning 
symbol combination table for "BB" are altered to an odds 
lottery table for use in the normal gaming state (aside 
from "RB" or "BB"). Thereafter, the main CPU 41 restores 
the operation to S29A. 

[0211] In S29A, the main CPU 41 sets a "BB" cancel- 
lation command to the control RAM 43. The "BB" can- 
cellation command represents a command by which the 
display of the effect image for "BB" function as the screen 
image Is tenninated and the operation is executed to pro- 
vide a display of the effect image for the normal mode 
(aside from "RB" or "SB"). The BB cancellation command 
issuppliedtothesub-controlcircuit82atapredetemiined 
timing. In S27A, if determination is made that no "RB" is 
completed or if the operation in S29A is executed, the 
"game execution process is completed. 
[0212] FIG. 39 is a flowchart showing a sub-routine of 
a command receiving process to be executed by the 
sub-control circuit 82. First, in S50A, the sub-CPU 84 
detemnines whether or not a start effect command is re- 
ceived. If determination is made that no start effect com- 
mand is received, the operation is shifted to S55A. In 
contrast, if detemiination is made that the start effect 
command is received, then, the sub-CPU 84 executes 
the operation in S51A to select an effect pattern, asso- 
ciated with the relevant command, from among a plurality 
of kinds of effect patterns stored in the program ROM 85. 
For instance, if "RB" flag is set, the sub-CPU 84 selects 
an effect pattern for "RB". Moreover, if "BB" flag is set, 
an effect pattern for "BB" is selected. Next, in S52A, effect 
pattern data, indicative of data representing the effect 
pattern, is supplied to the image control circuit 91 . After 
the operation is executed in S52A, the operation is shifted 
to S55A. 



[0213] In S55A, the sub-CPU 84 determines whether 
or not the completion effect command is received. If de- 
temiination is made that no completion effect command 
is received, the operation is shifted to S60A. On the con- 

5 trary, if detemiination is made that the completion effect 
command is received, the sub-CPU 84 executes the op- 
eration in S56A to select a completion effect pattern, as- 
sociated with the relevant command, from among a plu- 
rality of kinds of completion effect patterns stored in the 

10 program ROM 85. Next, in S57A, completion effect pat- 
tern data is supplied to the image control circuit 91 . After 
the operation in SSSAis executed, the operation is shifted 
to S60A. 

[0214] In S60A, the sub-CPU 84 detennines whether 
15 or not the "RB" setting command is received. If determi- 
nation is made that no "RB" setting command is received, 
the operation is shifted to S65A. On the contrary, if de- 
temiination is made that the "RB" setting command is 
received, the sub-CPU 84 executes the operation in 
20 S61 A to set "RB° flag. After the operation in S61 A is ex- 
ecuted, the operation is shifted to S65A. Also, "RB" flag 
represents flag that is set at a start of "RB" and cleared 
at the end of "RB". 

[0215] In S65A, the sub-CPU 84 determines whether 

25 or not the "BB" setting command is received. If determi- 
nation is made that no "BB" setting command is received, 
the operation is shifted to S70A. On the contrary, if de- 
temiination is made that the "BB" setting command is 
received, the sub-CPU 84 executes the operation in 

30 S66A to set "BB" flag. "BB" flag is set at a start of "BB" 
and cleared at the end of "BB". 
[0216] After the operation in S66A is executed, the 
sub-CPU 84 executes a premium lottery process (S67A). 
In executing the operation in S67A, the sub-CPU 84 f unc- 

3S tions as a lottery device by which the lottery is executed 
for determining whether to afford a premium to a player. 
In such a process, the sub-CPU 84 initially executes a 
random number program that is preliminarily stored in 
the program ROM 85, thereby selecting one random 
nuiriberfi-olfilihribhg'i^mSom^ from 0 to 

1 6383. Then, the sub-CPU 84 determines the lottery out- 
come data associated with the selected one random 
number by referring to the premium lottery table that is 
preliminarily stored in the program ROM 85. 

45 [0217] Now, the premium lottery table for use in the 
premium lottery process is described with reference to 
■ FIG. 40. FIG. 40 is a view showing one example of the 
premium lottery table. Also, while the lottery figure shows 
premium data forthe purpose of indicating the correlation 

50 between lottery outcome data (URL) and premium data, 
no premium data is stored in the program ROM 85. 
[021 8] In cases where the selected random number is 
involved in a value ranging from 0 to 6143 upon execution 
of the premium lottery process, the URL, function as the 

55 lottery outcome data, represents "http://"*."*.001 .htm" 
in which the premium data is absent. In such a case, the 
lottery results iri an outcome of the losing and even if a 
site of this URL is accessed, no premium data can be 
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obtained, 

[0219] In cases where the selected random number is 
involved in a value ranging from 61 44 to 81 91 , the URL, 
function as the lottery outcome data, represents "http7/ 
***.***.002.htm" in which the premium data includes an 
"AWAITING IMAGE (A)". Accordingly, if a site of this URL 
is accessed, it becomes possible to obtain image data 
of the "AWAITING IMAGE (A)" as the premium data. 
[0220] In cases where the selected random number is 
involved in a value ranging from 81 92 tol 0239, the URL, 
function as the lottery outcome data, represents "http:// 
"*."*.003.htm" in which premium data includes an 
"AWAITING IMAGE (B)". Accordingly, if a site of this URL 
is accessed, it becomes possible to obtain image data 
of the "AWAITING IMAGE (B)" as the premium data. 
[0221] Further, in cases where the selected random 
number is involved in a value ranging from 10240 to 
12287, the URL, function as the lottery outcome data, 
represents "httpy/'"."*.004.htm" in which the premium 
data includes a "MUSIC DATA (C)". Accordingly, if a site 
of this URL is accessed, it becomes possible to obtain 
image data of the " MUSIC DATA (C)" for"Chaku-Melo" 
as the premium data. 

[0222] In cases where the selected random number is 
involved in a value ranging from 12288 to 13799, the 
URL, function as the lottery outcome data, represents 
"http://***.***.005.htm" in which the premium data in- 
cludes a "MUSIC DATA (D)". Accordingly, if a site of this 
URL is accessed, it becomes possible to obtain Image 
data of the "MUSIC DATA (D)" for "Chaku-Melo" as the 
premium data. 

[0223] Likewise, in cases where the selected random 
number is involved in a value ranging from 13800 to 
15635, the URL, function as the lottery outcome data, 
represents "http://***.***.006.htm" in which the premium 
data includes a "MUSIC DATA (E)". Accordingly, if a site 
of this URL is accessed, it becomes possible to obtain 
image data of the "MUSIC DATA (E)" for "Chaku-Melo" 
asTheTsfemiurrraaS ~ 
[0224] In addition, in cases where the selected random 
number is involved in a value ranging from 15636 to 
16383, the URL, function as the lottery outcome data, 
represents "httpV/***.***.007.htm" in which the premium 
data includes a "PASWORD DATA (F)". Accordingly, if 
a site of this URL is accessed, it becomes possible to 
obtain ' PASWORD DATA (F)" as the premium data that 
enables the cancellation of functional restrictions, under 
which the functions are unavailable due to the presence 
of functional restrictions, of the game program to be ex- 
ecuted by the gaming device 150 that will be described 
below. 

[0225] Again with reference to FIG.39, in S65A, if de- 
temnination is made that no "BB" setting command is re- 
ceived or if the premium lottery process is executed in 
S67A, the sub-CPU 84 determines whether or not the 
"RB" cancellation command is received (S70A). If deter- 
mination is niade that the "RB" cancellation command is 
received, "RB" flag is cleared (S71 A). 



[0226] In S70A, if determination is made that no "RB" 
cancellation command is received or if the operation is 
executed in 871 A, the sub-CPU 84 detemnines whether 
or not the "BB" cancellation command is received (S75A). 

5 If detennination.is made that no "BB" cancellation com- 
mand is received, the current sub-routine is completed. 
On the contrary, if determination is made that the "BB" 
cancellation command is received, the sub-CPU 84 
clears "BB" flag (S76A). Next, the sub-CPU 84 executes 

10 encoding operation to alter the URL, function as the lot- 
tery outcome data, into the two-dimensional code 30 In 
a coded fonn (S77A). The encoding operation will be 
described later in detail with reference to FIG. 41. Sub- 
sequently, the sub-CPU 84 stores the two-dimensional 

15 code 30, generated in S77A, in the work RAM 86 (S78A). 
The sub-CPU 84 reads out the display pattern data for 
the two-dimensional code 30 from the program ROM 85 
and reads out the generated two-dimensional code 30 
from the work ram 86 for supply to the image control 

20 circuit 91 (S79A). Thereafter, the cun'ent cub-routine is 
completed. 

[0227] Now, the encoding operation, mentioned 
above, is described in detail with reference to FIG. 41. 
FIG. 41 is a flowchart showing a sub-routine of the en- 

25 coding operation to be retrieved in S77A of the sub-rou- 
tine shown in FIG. 39 for the execution. 
[0228] First, the sub-CPU 84 sets the URL, function 
as the lottery outcome data related to the outcome of the 
lottery in the premium lottery process (FIG. 39 and In 

30 S67A), to the work RAM 86 (SI OOA). Next, the sub-CPU 
84 generates a mode Identifier, depending on lettertypes 
(such as, for instance, numerals, alpha numerals and 
Chinese characters, etc.) of the lottery outcome data, in 
work RAM 86 (SI 01 A). Thereafter, the sub-CPU 84 gen- 

35 erates a letter counts identifier depending on the letter 
counts of the lottery outcome data (S102A). Then, the 
sub-CPU 84 executes the operation to alter the lottery 
outcome data in a binary coded state (S103A), thereby 
"adding'a completiofTpattem to'daTa resulting from the 

-•o operations In 81 01 A to S103A (S104A). 

[0229] After the completion pattern has been added, 
the sub-CPU 84 executes coded word conversion of data 
obtained in S104A and generates an error correction 
code, to be added to data obtained in 8105, based on 

'>5 data obtained in SI 05A. Thereafter, thesub-CPU 84con- 
verls data, obtained in S106A in a binary form, thereby 
perfonning the operation to allow data to be placed in a 
matrix form (S107A), The sub-CPU 84 executes the op- 
eration to mask data, obtained by S107A, in a predeter- 

50 mined pattern (S 1 08A). Next, the operation is executed 
to allow format information, involving an error correction 
level and a mask identifier, to be added (81 09A), thereby 
generating the two-dimensional code 30 (SI IDA). The 
resulting two-dimensional code 30 is stored in the work 

55 RAM 86. Thereafter, the current sub-routine is complet- 
ed. 

[0230] Also, while the presently filed embodiment has 
been described with reference to a case wherein only 
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the URL, function as the lottery outcome data, is encoded 
into the two-dimensional code 30, the present invention 
may be implemented in such a way to encode the lottery 
outcome data and other data (such as, for instance, data 
indicative of a model of a gaming machine, data unique 
to the relevant gaming machine for the gaming machine 
to be distinguished from the others, etc.). 
[0231] Now, the display control process to be executed 
in the display control circuit is described in detail with 
reference to the accompanying drawings. FIG. 42 is a 
flowchart showing a sub-routine of the display control 
process to be executed in the display control circuit. The 
image control CPU 92 generates a screen image asso- 
ciated with various data supplied from the sub-CPU 84. 
As the display control process is commenced, first in 
SI 50A, determination is made whether or not effect pat- 
tern data Is supplied from the sub-CPU 84. If no effect 
pattern data Is supplied from the sub-CPU 84 (S150A: 
"NO"), the Image control CPU 92 extracts a demo image 
from the image ROM 96 for storage in the Image control 
work RAM 93 {SI 51 A). 

[0232] The Image control CPU 92 is supplied with ef- 
fect pattern data from the sub-CPU 84 (S154A: "YES") 
and if no completion effect pattern data is received 
(SI 52A: "NO"), an effect image is extracted from the im- 
age ROM 96 for storage in the image control work RAM 
93 (S153A). 

[0233] The image control CPU 92 is supplied with ef- 
fect pattern data from the sub-CPU 84 (S150A; "YES") 
and if no completion effect pattern data is received 
(S152A: "YES"), an effect image for an end stage is ex- 
tracted from the image ROM 96 for storage in the image 
control work RAM 93 (S154A). After the operations In 
SI 51 A, 81 53A or 81 54A have been executed, if the dis- 
play pattern data for the two-dimensional code 30 is sup- 
plied (81 55A: "YES"), the image control CPU 92 extracts 
the two-dimensional code 30 from the work RAM 86 for 
storage in the image control work RAM 93 (S156A). 
When this takes place, the two-dimensional code 30 is 
stored in a superimposed relation with the effect images 
selected in 8161 A, A153A or S154A and stored in the 
buffer. Subsequently, if there is a timing at which the dis- 
play of the two-dimensional code 30 is completed 
(S157A: "YES"), the display pattern data for the two-di- 
mensional code 30 is cleared (S158A). 
[0234] Next, the effect image Is outputted to the liquid 
crystal display device 31 at each predetemiined timing 
(for instance at every 1/30 second) (S159A: "YES"). As 
a result, the two-dimensional code 30 is displayed in the 
two-dimensional code display area 24 of the liquid crystal 
display device 31 as shown in FIG. 1 1. On the contrary, 
if no predetermined timing exists (S159A: "NO"), the op- 
eration is routed back to S159A. Thereafter, in cases 
where no effect is completed (8161 A: "NO"), the opera- 
tion is routed back to 81 50. In contrast, if the effects are 
completed (SI 61 A: "YES"), the operation is routed back 
to S150A. 

[0235] Also, while the presently filed embodiment has 



been described with reference to a case wherein the lot- 
tery on the premium is practiced at the timing at which 
"BB" is set, the timing at which the lottery for the premium 
is executed Is not particularly limited by the present in- 

5 vention and may be possible to be suitably set 

[0236] With the gaming machine of the present Inven- 
tion, code information (two-dimensional code 30) may be 
preferably displayed at the end of a special gaming state 
("BB"). This is because of the fact that since code infor- 
"> mation is displayed when excitement about the game is 
mostly liable to go down at the end of the special gaming 
state, interest and concern about the game can be raised. 
Further, although it is hard to capture the two-dimension- 
al code 30 with the image capture device 1 01 of the mo- 

'5 bile phone 100 even if the same is displayed when the 
player gets involved in the game, it is time for the game 
to remain in a chukker at the end of the special gaming 
state and the display of code infomiation is not impeditive 
to the playing of the game whereby the player is able to 

20 capture code infomiation in a reliable manner. Also, the 
timing at which code information is displayed in the gam- 
ing machine of the present invention is not limited to such 
an example. 

25 (Structure of Mobile Devtee) 

[0237] The mobile device for use in the presently filed 
embodiment is similar to the mobile phone 100 used in 
the first embodiment and features to use the lottery data 
30 in place of the gaming data. 

[0238] More particularly, the mobile phone 100 of the 
presently filed embodiment has functions described be- 
low. 

35 (A) The mobile phone CPU 103 recognizes the 
two-dimensional code 30 from the image data, ob- 
tained when the two-dimensional code 30 is cap- 
tured by the camera 101, to generate the lottery out- 
come data based on such a recognized two-dimen- 
sional code 30. 

(B) The mobile phone CPU 1 03 transmits the lottery 
outcome data, generated in step (A) mentioned 
above, to the server 130 via the mobile phone com- 
munication unit 102 over the Internet. 

45 

[0239] While the presently filed embodiment repre- 
sents an example wherein the two-dimensional code 30, 
obtained when captured with the mobile phone 100, is 
recbgnized to allow the resulting lottery outcome data to 

50 be transmitted to the server 130 for thereby obtaining 
game-related information, available to be used in the 
game program of the gaming device 150, or electronic • 
infomiation as key infomiation to get the relevant 
game-related information, the presently filed embodi- 

ss ment may also take the form of a structure wherein the 
conversion program 133 for the two-dimensional code 
30 of the mobile phone 1 00 is converted to game-related 
infomiation, available to be used in the game program 
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of the gaming device 1 50, or electronic information as 
l<ey information to get the relevant game-related infor- 
mation and the resulting electronic infomaation, function 
as converted key infomriation, is directly inputted to the 
gaming device 1 50. In this case, in order to enable elec- s 
tronic information to be converted to electronic ihfonna- 
tion depending on the game program to be used in the 
gaming device 150, the conversion program 133 for the 
two-dimensional code 30 may be preferably downloaded 
from the network. lo 

(Structure of Server) 

[0240] Even with the presently filed embodiment, the 
server 130 has the substantially same structure as that '5 
of the first embodiment, set forth above, and description 
of the same is herein omitted (see FIG 26). Hereunder, 
description is made of features of the server 130 of the 
presently filed embodiment. 

[0241] Database132oftheserver130ofthepresently 20 
filed embodiment stores the premium data (such as, for 
instance, image data for an awaiting image, musical data 
for Chaku-IVIelo, password data for a game program, etc.) 
for each site depending on the URL function as the lottery 
outcome data. Upon receipt of the URL as the lottery 25 
outcome data and ID data of the mobile phone 100 from 
the mobile phone 100, the server 130 reads out data 
(such as, for instance, HTML, etc.), indicative of a site 
depending on the URL, and the premium data, such as 
those mentioned above, from database 132fortransmis- 3o 
sion to the mobile phone 1 00 overthe Internet. As a result, 
the liquid crystal display device 105 of the mobile phone 
100 displays the site depending on the URL function as 
the lottery outcome data, thereby enabling the premium 
data to be obtained on the relevant site. 35 
[0242] With the server 130 of the presently filed em- 
bodiment, upon receipt of code infomiation function ais 
game-related information, functions as the lottery out- 
corfieliafa Transmitted frohn the mobile phone 1 00, or key 
information to get the relevant game-related information, 
the sen/er 130 directly or indirectly transmits password 
information to be directly inputted to the gaming device 
150 as, for instance, game-related information, function 
as the lottery outcome data, or the key information to get 
the relevant game-related information. In cases where ts 
the code information, function as the lottery outcome data 
transmitted from the mobile phone 1 00, includes the im- 
age data, the relevant image data is decoded into the 
password infomnation, depending on decoded game-re- 
lated infomnation or key information to get the relevant so 
game-related infomnation, for transmission to the mobile 
phone 100. As used herein, the phrase "to indirectly get 
password information from the server 130" is meant by 
the fact, as described below, that once the premium data, 
function as the game-related infomnation or key informa- ss 
tion to get the relevant game-related information, is trans- 
mitted to the mobile phone 100 in the form of URL infor- 
mation, set forth above, to be available for downloading 



whereby the mobile phone is coupled to the URL, men- 
tioned above, to enable the mobile phone 100 to receive 
the password information, function as the premium data 
mentioned above, from the other server orthe server 130 
described above. 

(Process to be executed between Mobile Phone and 
Server) 

[0243] Now, description is made of a process to be 
executed between the mobile phone 1 00, set forth above, 
and the server 130. FIG. 43 is a flowchart showing a 
process to be executed between the mobile phone 100 
and the server 1 30. First, the mobile phone CPU 1 03, 
incorporated in the mobile phone 1 00, drives the camera 
101 , functions as the image capture device, in response 
to a command inputted via the operating section 1 06, for 
capturing the two-dimensional code 30 in image con- 
tained in the screen image displayed overthe liquid crys- 
tal display device 31 of the pachi-slot gaming machine 
1A(S200A). 

[0244] Subsequently, the mobile phone CPU 103 al- 
lows the memory 104 to store image data obtained in 
S200A (S201 A). Next, the mobile phone CPU 1 03 starts 
up the conversion program 1 33 for the two-dimensional 
core 30 for execution of the recognition operation for the 
two-dimensional code 30 (S202A) and recognizes the 
two-dimensional code 30 based on image data obtained 
in S200A. The lottery outcome data is generated based 
on such recognized two-dimensional code 30. The rec- 
ognition process for the two-dimensional code 30 is de- 
scribed laterin detail with reference to the accompanying 
drawings. 

[0245] Then, the mobile phone CPU 103 allows the 
mobile phone communication unit 1 02 to transmit the lot- 
tery outcome data, obtained in the recognition process 
for the two-dimensional code 30 in S202A, together with 
ID data of the mobile phone 100 to the server 130 over 
"fh'e lhternet"pS203AT ' 

[0246] Inthe meanwhile, upon receipt of the lottery out- 
come data (URL) and ID data of the mobile phone 100 
from the mobile phone 1 00 over the Internet, the server 
CPU 135 of the server 130 allows the lottery outcome 
data (URL) and ID data to be stored in the RAM 134b 
(S300A). Then, the server CPU 135 selects data (such 
as, for instance, HTML data, etc.), indicative of a site 
associated with the URL function as lottery outcome data 
obtained in S300A, and the premium data, associated 
with such a site, from database 132 (8301 A). Subse- 
quently, the server CPU 135 transmits data, indicative of 
the site, and selected premium data to the mobile phone 
100 (8302 A). 

[0247] Upon receipt of data (data, indicative of the site, 
and the premium data) from the server 130, the mobile 
phone CPU 103 stores such data (S204A). Then, the 
mobile phone CPU 103 allows the liquid crystal display 
device 105 to display the site associated with the URL 
function as the lottery outcome data (see FIGS. 45A and 
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45B). By inputting a predetermined command upon op- 
eration of the operating section 1 06, the player is enabled 
to acquire the premium data. 

(Code Conversion Process for Two-Dimensional Code 
30) 

[0248] Now, the recognition process (S202A) for the 
two-dimensional code 30 to be executed by implement- 
ing the conversion program 133 for the two-dimensional 
code 30 in the mobile phone CPU 103 is described with 
reference to FIG. 44. FIG. 44 is a flowchart showing the 
recognition process (S202A) for the two-dimensional 
code 30 to be retrieved and executed in the operation in 
S202A shown in FIG 44. First, the mobile phone CPU 
1 03 executes an image conversion process for the image 
data stored in RAM 1 04a (S400A). The image conversion 
process represents a process in which the operation is 
executed to extract the image data in the area, in which 
the two-dimensional code 30 is displayed, from the image 
data captured with the camera 101, for correction of in- 
clination and distortion to be converted into a mono- 
chrome image with a predeterminedthreshold f orthereby 
obtaining image data involving the two-dimensional code 
30 as viewed in a front thereof. 
[0249] Next, the mobile phone CPU 103 extracts the 
two-dimensional code 30 from the image data, obtained 
in S400A, for correction of noise or the like (S401A). 
Then, the mobile phone CPU 1 03 executes binary coding 
of the two-dimensional code 30, obtained in S401A, to 
rewrite the respective dots forming the two-dimensional 
code 30 in "0" or "1 " (S402A), thereby generating binary 
coded matrix data (S403A). After generating the binary 
coded matrix data, the mobile phone CPU 103 decodes 
the binary coded matrix data (S404A), thereby generat- 
ing the lottery outcome data (S404A). After completing 
the operation in S405A, the current sub-routine is com- 
pleted and the operation goes to S203A of the flowchart 
shown in FIG 43. 

[0250] ~ As the mobile phone 100 transmits the URL; 
related to the lottery outcome data, and ID data of the 

mobile phone 100 to the server 130 (S203A in FIG 43), 
the server 130 transmits data (such as, for instance, 
HTML data, etc.), indicative of the site associated with 
the URL, and the premium data to the mobile phone 100 
{S302 in FIG. 43) such that the liquid crystal display de- 
vice 1 05 of the mobile phone 1 00 displays an image rep- 
resenting the password as shown in FIGS. 45A and 45B. 

(Flow of Premium Data after Receipt thereof) 

[0251] FIG 45A is a view showing one example of an 
awaiting image transmitted from the server 1 30 to the 
mobile phone as premium data. Provided in a central 
area of the liquid crystal display 1 05 is the awaiting image 
that represents a character appearing as an effect in the 
pachi-slot gaming machine 1A. Further, there are two 
options such as "RETURN" and "SAVE" in areas below 



■ the liquid crystal display 1 05. In this case, operating the 
operating section 1 06 to select one option "SAVE" allows 
the image data for the awaiting image to be stored in the 
memory 1 04 of the mobile phone 1 00. Also, in cases 

5 where music data for Chaku-Melo Is transmitted as the 
premium data, the liquid crystal display 105 is provided 
with a display of a title of music data, mentioned above, 
and three options, Including "RETURN", "REPRODUC- 
TION" and "SAVE", are displayed in areas below the liq- 

10 uid crystal display 1 05. When this takes place, selecting 
the option "REPRODUCTION" music data is reproduced. 
[0252] In the meanwhile, FIG. 458 is a view showing 
a case in which password data, for the game program to 
be executed in the gaming device 150, is transmitted as 

'5 the premium data. The liquid crystal display 1 05 provides 
a display of a site related to the game program to be 
executed in the gaming device 1 50. As the operating sec- 
tion 106 is operated to select the option desired by the 
player, the liquid crystal display 105 provides a display 

20 of the password 1 71 , associated with the selected option, 
and the content of the password 1 71 representing which 
of the functional restrictions is to be cancelled: 

(Structure of Gaming Machine) 

25 

[0253] Now, the gaming machine, forming the' game 
system of the presently filed embodiment, is described 
in detail with reference to FIG. 46. FIG. 46 Is an exterior 
perspective view of the gaming device 150 of the pres- 
to ently filed embodiment. As shown in FIG 46, the gaming 
device 1 50 is constituted with a gaming device main body 
155 internally provided with a gaming device control cir- 
cuit 151 that reads out game programs from a CD-ROM 
154, function as recording medium, in which the game 
35 programs, described below, are stored, a game display 
section 152 by which various information are displayed 
upon execution of the game programs, and a game con- 
troller 153 that reflects intensions of a player during a 
game upon operations of the player. 
40 [0254] The game display section 152 is a display de- 
vice that is mounted on the gaming device main body 
1 55 at a rear side thereof so as to stand upright to make 
it possible to provide various displays upon powering on 
the gaming device main body 155. Under a situation 
« where the CD-ROM 1 54 is mounted to the gaming device 
main body 155 for execution, the game display section 
152 provides a display of various contents based on the 
game program. Further, speakers (not shown) are inte- 
grally fonned with the game display section 152 to be 
50 operative to output voice signals based on the game pro- 
gram. 

[0255] The gaming device main body 1 55 is formed in 
a cuboidal shape and has an uppersurf ace whose central 
area fomied with an opening and closing door 156 that 
55 is rotatable about an axis at the rear side of the gaming 
device main body 155. Further, the upper surface of the 
gaming device main body 155 has one end whose front 
area is provided with an open button 158 to open the 
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opening and closing door 1 56, enabling the opening and 
closing door 156 to be opened. With the opening and 
closing door 156 being opened, a CD-ROM readout de- 
vice 1 57 is located on a central area of the gaming device 
main body 155 for reading out the stored content from 
the CD-ROM 154. 

[0256] Further, the gaming device main body 1 55 has 
a front and side area whose one end is provided with a 
power switch 159 and the reset button 159a one above 
the other. The gaming device main body 155 has a front 
side whose central area to which the game controller 1 53 
is connected to allow the player to perform various op- 
erations of the gaming device 1 50. Provided in the game 
controller 1 53 are a cross joint key 1 60, a trigger button 
1 6 1 and a start button 1 62, which are operated to transmit 
various command signals to the gaming device 150. 
[0257] Next, acontrol system ofthe gaming device 150 
is described in detail with reference to the accompanying 
drawings. FIG. 47 is a block diagram showing the control 
system of the gaming device 150 of the presently filed 
embodiment. As set forth above, with the gaming device 
150, the game display section 152 and the game con- 
troller 153 are connected to the gaming device main body 
155, respectively. Thus, by permitting the gaming device 
150 to read out and execute the CD-ROM 154, fomiing 
record medium in which the game programs are stored, 
the gaming device 1 50 functions as a device that enables 
the player to play a game. 

[0258] The gaming machine main body 155 has the 
gaming device control circuit 151 by which various con- 
trols are performed on the gaming device 150. The gam- 
ing device control circuit 151 includes the CD-ROM rea- 
dout unit 157, a controller interface 163 (hereinafter ab- 
breviated as a "controller l/F"), a gaming device CPU 
164, a BOOT ROM 165, a gaming device memory 166, 
an image processor 167, a voice processor 168 and a 
game display unit l/F 169. The various component parts 
of the gaming device control circuit 151 are described. 
The CD-ROM readout unit 157 functions as an interface 
in which the CD-ROM 1 54, forming record medium stored 
with the game programs, is mounted to allow the gaming 
device main body 155 to read in the gate programs. The 
controller 1/F 1 63 functions as an interface that is applied 
with a signal, which is inputted in response to the oper- 
ations ofthe game controller 153 by the player, from the 
game controller 153 to be inputted to the gaming device 
CPU 164, 

[0259] The gaming device CPU 164 controls various 
parts, by which the gaming device main body 155 is 
formed, so as to perfomi desired operations of the gam- 
ing device 150 as a whole 150. In particular, the gaming 
device CPU 164 starts up the gaming device main body 
155 in accordance with an initializing program stored in 
the BOOT ROM 1 65. Further, under a situation where 
the ID-ROM 154 is mounted to the gaming device 150, 
a desired computing operation is perfonned in accord- 
ance with the program stored in the CD-ROM 154 to ex- 
ecute a game by controlling various parts of the gaming 



device main body 155 based on the resulting computa- 
tion result. The BOOT ROM 1 65 is a memory for a startup 
program in which an operating system, etc., which is 
started up when the gaming device main body 155 is 

5 powered on, is stored. The gaming device memory 1 66 
is a memory in which arbitrary data is temporarily stored 
followed upon various operations executed in the gaming 
device main body 155. The gaming device memory 166 
is able to store, in addition to data in mid-flow of compu- 

'0 tation in the voice processor 1 68 orthe like, intermediate 
steps of the game programs. 

[0260] The image processor 1 67 is a dedicated circuit 
that generates an image to be displayed on the game 
display unit 152. The voice processor 168 is a dedicated 

'5 circuit that reproduces a voice outputted from the game 
display unit 152. The game display unit l/F 169 is an 
interfacethat allows image data, generated by the image 
processor 167 orthe gaming device CPU 1 64, and voice 
data, generated by the voice processor 1 68 andthe gam- 

20 Ing device CPU 1 64, to be outputted to the game display 
unit 152. 

[0261] The game controller 153 functions as a com- 
mand device such as, for instance, a game pad and a 
keyboard through which the operation on the game is 

25 commanded. In nonnal practice, the game controller 1 53 
is detachably connected to the gaming device main body 
155. The game display unit 152 functions as a device 
with which a monitor, adapted to display the image data 
generated by the image processor 167 and the gaming 

30 device CPU 1 64, and speakers, adapted to output voice 
data generated by the voice controller 1 68 and the gam- 
ing device CPU 164, are integrally structured. 
[0262] The CD-ROM 1 54 functions as record medium 
In which the game programs are stored. With the pres- 

35 ently filed embodiment, specific functions of the game 
programs are restricted to provide an Inability of perform- 
ing and selection and detenriination of the relevant func- 
tion unless a predetermined condition is satisfied. 
[0263] Now, a game'program, to be executed by the 

'>o gaming device 1 50 of the presently filed embodiment, is 
described in detail with reference to FIGS. 48 to 518. 
FIG, 48 is a flowchart of the game program of the pres- 
ently filed embodiment, FIGS. 49A to 51 B are views for 
illustrating appearances of the game display unit 152 

45 present when the program is executed. 

[0264] With the presently filed embodiment, the game 
program, to be executed in the gaming device 150, in- 
cludes a game program that is operative to simulate, for 
instance, a pachi-slot gaming machine to allow a game 

50 to be played like an actual machine. The game program 
is a game program, normally operative to be selected 
from three kinds of pachi-slot gaming machines for play, 
which further enables the player to be able to play a game 
with one kind of pachi-slot gaming machine, as will be 

55 described later, under a situation where a specified con- 
dition is satisfied and enables the player to play a game 
upon simulation ofthe maximum four kinds of slot-gam- 
ing machines. 
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[0265] Now, the game program is sequentially de- 
scribed with reference to the flowchart shown in FIG 48. 
As the CD-ROM 154 is installed onto the gaming device 
150 to begin the execution of the game program, first, 
the game display unit 152 provides a display of a game 
item selection screen (see FIG. 48A), thereby performing 
game item selecting operation (S501 A). In S501A, mov- 
ing a cursor 1 70 upon operating the game controller 1 53 
allows a desired game item, displayed on the game dis- 
play unit 152, to be selectively determined. As shown in 
FIG. 49B, for Instance, moving the cursor 170 with the 
game controller 1 53 enables any of the game items such 
as "NEW GAME", CONTINUE" AND "PASSWORD" to 
be selected. After the game item selecting operation 
(S501A) has been terminated, the operation goes to 
S502A. 

[0266] In 8502, determination is made whether or not 
the game item, selectively determined in S501, belongs 
to a password Input mode (that is, "PASSWORD"). If the 
password input mode is present (S502A: "YES"), then, 
the operation goes to S505A. 

[0267] On the contrary, if the password input mode is 
absent (S502A: "NO"), the operation goes to S503A. As 
used herein, the phrase "the password input mode is ab- 
sent" represents a situation where the game item "NEW 
GAME" or "CONTINUE", shown in FIGS. 48A and 48B, 
is selected. Undersuch a situation, the game is executed 
in S503A. Under the situation of the presently filed em- 
bodiment, permitting the selection screens (see FIGS. 
50A) of the slot-gamihg machines A to C for selection of 
a desired slot-gaming machine enables the relevant 
slot-gaming machine to be simulated. Here, the game 
Item "NEW GAME" represents a mode under which a 
payer plays this game from an initial state. In the mean- 
while, the game item "CONTINUE" represents a mode 
under which a state of an immediately preceding game 
is succeeded to allow the player to play the game with 
the slot-gaming machine. When this takes place, the 
number of credits on medals, obtained up to the imme- 
diately precedmg-game-,-is succeeded and the player is 
able to play the game with another slot-gaming machine. 
After the game has been practiced in S503A, determina- 
tion is made whether or not the game is completed in 
S503A. If the game is finished (S504A: "YES"), the game 
is completed intact. On the contrary, if the game is not 
finished (S504A: "NO"), the operation is routed back to 
S501A, 

[0268] On the contrary, if the password input mode is 
selected in S502A {S502A: "YES"), the operation goes 
to a password input operation (S505A). As the operation 
shifts to the password input mode (S505A), the game 
display unit 152 provides a display as shown in FIG 50A. 
Provided in the central area of the game display unit 1 52, 
shown in FIG 50A, is an input column through which a 
password 1 71 is inputted. Operating the game controller 
153 allows a predetemiined password 1 71 to be inputted 
in the input column. Thus, the password is inputted to 
the input column and the operation goes to S506A. 



[0269] In S506A, detennination is made whether or not 
a hidden factor is present in association with the pass- 
word 171 that is inputted in S505A. It the hidden factor, 
associated with the password 171, is present (S506A: 

5 "YES"), that is, if the password, inputted in the input op- 
eration, belongs to "O x OOD ", then, detennination is 
made that there is the hidden factor associated with the 
password 171 (S506A; "YES"), allowing the hidden fac- 
tor, associated with the password 1 71 , to be reflected on 

10 the game (S507A). As used herein, the temi "hidden fac- 
tor* refers to a model (i.e., a so-called hidden model) of 
a slot-gaming machine, which cannot be selected under 
normal practice, in which a "SLOT-GAMING AMCHINE 
X°, shown in FIG 51 B, is possibly selected (S507A) upon 

15 which the operation is routed back to S501 A. In contrast, 
if no hidden factor associated with the password 171 is 
present, that is, if the other input than the- password, 
shown in FIG. 448, is inputted, the game display unit 152 
provides a display of an error indication as shown in FIG 

20 50B (S508A), after which the operation is routed back to 
S505A. 

[0270] In such away, inputting the password 171 and 
practicing the game after canceling the restriction on the 
hidden factor provides a capability of selecting a 
25 slot-gaming machine, which could not be selected with 
the password input being absent (FIG. 51 A) and enables 
the player to play a game with this "SLOT-GAMING MA- 
CHINE X". 

[0271 ] By permitting the password 1 71 to be taught to 

30 the player by means of the two-dimensional code 30, 
displayed on the two-dimensional code display area 24, 
at the end of "BB", the game program, to be executed in 
the gaming device 150, provides the player with a capa- 
bility of using a game function unable tor the player who 

35 does not knowthe password 1 71 . This providesthe play- 
er with amusement in a capability of playing the game 
program in a further deep fashion. 
[0272] As set forth above, with the pachi-slot gaming 
machine 1 A and the game system of the presently filed 

40 embodimentr since the-two-dimensional code 30 which 
is generated based on the coded URL function as the 
lottery outcome data related to the outcome of the pre- 
mium lottery, is displayed in a mode available to be cap- 
tured with the camera 1 01 of the mobile phone 1 00 (see 

IS FIG. 11), for instance, the presence of operation per- 
f onned by the playerto capture the two-dimensional code 
30 with the camera 101 of the mobile phone 100 allows 
the mobile phone 100 to transmit the lottery outcome 
data, generated from the two-dimensional code 30, to 

50 the server 1 30 whereby the player is able to obtain the 
premium data, depending on the outcome of the lottery, 
from the server 130 (see FIG. 43). Accordingly, due to a 
capability for the pachi-slot gaming machine 1 A to pro- 
vide a display of the two-dimensional code 30 needed 

55 for obtaining the premium (see FIG 1 1 ), a game arcade 
has the ability of achieving improvement on effort to pull 
in more customers and a gaming machine manufacturer 
has a capability of providing a service with advantages 



65 



EP 1 630 754 A1 



66 



on both sides of the game arcade and the gaming ma- 
chine manufacturer like a way such that players in the 
game arcade are enabled to have supports and attach- 
ments for the pachi-slot gaming machine 1 A provided by 
the same gaming machine manufacturer. Also, another s 
advantage exists with a capability of providing such a 
service without causing an increase in shop attendant's 
trouble. 

[0273] Further, aside from amusement in which the 
medals are merely got, the player can be afforded with 
new amusement, which Is free from influences of regu- 
lation, wherein password data for the game program is 
obtained as the premium, enabling a popularity of the 
pachi-slot gaming machine 1A to be maintained even in 
a drop In a speculation property of the pachi-slot gaming « 
machine 1A due to the occurrence of increased regula- 
tion. Thus, it becomes possible to prevent the variation 
in regulation for the pachi-slot gaming machine 1 A from 
adversely affecting premiums of the game arcade and 
the gaming machine manufacturer. In addition, the game 20 
program of the gaming device 150, forming the game 
system of the present invention, is enabled to use a game 
function that cannot be selected by the player who does 
not l<now the password 171 . That is, the player can be 
afforded with two amusements in such a way wherein 25 
the player is able to deeply enjoy the pachi-slot gaming 
machine 1A while enabling the player to play the game 
program in a further deep fashion. 
[0274] Further, the mobile phone 100 corresponds to 
the mobile device of the present invention. With the mo- so 
bile phone 1 00, the two-dimensional code 30 can be cap- 
tured from the pachi-slot gaming machine 1 A, by which 
the two-dimensional code 30 resulting from coding the . 
lottery outcome related to the premium lottery is dis- 
played, to allowthe resulting image data to be transmitted 35 
to the server 130, malting it possible to obtain premium 
data from the server 130 depending on the lottery out- 
come (see FIGS. 25, 26 and 43). Accordingly, it becomes 
possi&le to provlde~services with""advantages' on both 
sides of the game arcade and the gaming machine man- 
ufacturer. While the presently filed embodiments, set 
forth above, adopt the process wherein the password 
171 is finally displayed on the liquid crystal display 105 
of the mobile phone 1 00 as password inf onnation to rep- 
resent code information as game-related information, ob- i5 
tained depending on the lottery outcome of the gaming 
machine, of l<ey infonnation to obtain game-related in- 
formation upon which displayed password information is 
manually inputted using the game controller 153 of the 
gaming device 150, the present invention is not limited so 
to such a process and in cases where a Bluetooth com- 
munication function and optical communication function 
are present and the gaming machine has a function to 
receive signals based on these functions, the mobile 
phone 100 is also enabled to transmit game-related in- ss 
formation or key information for obtaining the relevant 
game-related information to the gaming device 150 over 
the radio. Further, it may be configured such that in cases 



where the mobile phone 1 00 is provided with a card slot, 
a memory card is installed onto the slot to allow the rel- 
evant memory card to store game-related infonnation or 
l<ey information for obtaining the relevant game-related 
infonnation once to allow the gaming device 1 50 to store 
this key infonnation (upon indirectly Inputting) tor utiliza- 
tion. 

[Fifth Embodiment] 

[0275] Now, a game system, different from the fourth 
embodiment mentioned above, is described as a fifth em- 
bodiment While with the game system of the fourth em- 
bodiment mentioned above, the mobile phone 1 00 has 
the conversion program 133 for the two-dimensional 
code 30 to perfomi recognition of the two-dimensional 
code 30 and conversion of the same into lottery outcome 
data, the game system of the fifth embodiment is de- 
scribed with reference to a case wherein the mobile 
phone 1 00 has no conversion program 1 33 for the two-di- 
mensional code 30 whereas the server 1 30 has the con- 
version program 133 for the two-dimensional code 30 to 
perfonn recognition of the two-dimensional code 30 and 
conversion of the same into the lottery outcome data. 
[0276] Also, outerappearances and internalstructures 
of the pachi-slot gaming machine, forming the game sys- 
tem of the fifth embodiment, the mobile phone and the 
server and the processes to be executed by the pachi-slot 
gaming machine 1 A are similar to those of the fourth em- 
bodiment and, so, description of the same is herein omit- 
ted. Description is herein made of a process to be exe- 
cuted between the mobile phone 1 00 and the server 1 30. 
The same component parts as those of the game system 
of the fourth embodiment bear like reference numerals 
for description. 

[0277] FIG 52 is a flowchart showing a process to be 
executed between the mobile phone 1 00 and the server 
1 30 by which a service providing system of the fifth em- 
bodiment is" defined. First, in S250, the mobile phone 
CPU 103, incorporated in the mobile phone 100, drives' 
the camera 101 function as the image capture device in 
response to a command inputted via the operating sec- 
tion 1 06, causing the camera 101 to capture the two-di- 
mensional code 30, involved in a screen image displayed 
on the two-dimensional code display area 24 of the 
pachi-slot gaming machine 1A (see FIG. 11). 
[0278] Subsequently, the mobile phone CPU 103 ac- 
cesses a predetermined address (such as, for instance, 
a URL indicative of a site of a gaming machine manufac- 
turer) inside the server 130 depending on data indicative 
of an address, preliminarily transmitted from the server 
1 30, and allows the image data, obtained when the cam- 
era 101 captures the two-dimensional code 30, to be 
transmitted together with ID data of the mobile phone 
1 00 to the server 1 30 via the mobile phone communica- 
tion unit 102 over the Internet based on a communication 
standard (such as, for instance, FTP, etc.) that is known 
intheart(S251A). 
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[0279] In the meanwhile, upon receipt of image data 
and ID data of the mobile phone 1 00 fro the mobile phone 
100 over the Internet, the server CPU 135, incorporated 
in the server 1 30, stores the relevant image data and ID 
data in the RAM 134b (S350A). Next, the server CPU 
135 executes a recognition process for the two-dimen- 
sional code 30 (S351A) for recognizing the two-dimen- 
sional code 30 from Image data, obtained when the cam- 
era 1 01 (readout device) of the mobile phone 1 00 cap- 
tures the two-dimensional code 30 (code information), to 
allow recognized two-dimensional code 30 to be convert- 
ed to lottery outcome data. Also, the recognition process 
for the two-dimensional code 30 in the second embodi- 
ment, whish is similar to the recognition process for the 
two-dimensional code 30 in the third embodiment, has 
been already described with reference to FIG. 44 and, 
therefore, description of the same is herein omitted. 
[0280] Next, the server CPU 1 35 stores the lottery out- 
come data, resulting from executing the recognition proc- 
ess for the two-dimensional code 30 in S301 A (see FIG 
43), in the RAM 134b in correlation with ID data of the 
mobile phone 100 (S352A). Then, the server CPU 135 
selects data (such as, for instance, HTML data, etc.), 
indicative of the site associated with the URL function as 
the lottery outcome data obtained by the recognition 
process for the two-dimensional code 30 in S301 A, and 
the premium data associated with such a site from data- 
base 132 (S353A). Thereafter, the server CPU 135 trans- 
mits data, indicative of the site, and the premium data to 
the mobile phone 100 (S354A). 
[0281] Upon receipt of data, indicative of the site, and 
the premium data from the server 1 30, the mobile phone 
CPU 1 03 stores data (i.e., data. Indicative of the site, and 
the premium data), transmitted from the sen/er 130, in 
the memory 104 (S252A). Then, the mobile phone CPU 
1 03 allows the liquid crystal display 1 05 to provide a dis- 
play of the site, associated with the URL function as the 
lottery outcome data, based on data described above 
(see FIGS. 45A and 45B). Subsequently, by operating 
the operating section 106 by player to input a predeter- 
mined command, the player is enabled to obtain the pre- 
mium data. 

[0282] As set forth above, with the pachi-slot gaming 
machine 1A and the game system of the fifth embodi- 
ment, since the two-dimensional code 30 which is gen- 
erated based on the lottery outcome data related to the 
outcome of the premium lottery, is displayed over the 
pachi-slot gaming machine 1A, like the fourth embodi- 
ment, the player uses the camera 101 of the mobile 
phone 100 to capture the two-dimensional code 30 to 
allow the mobile phone 100 to transmit resulting image 
data to the server 1 30 whereby the player is able to obtain 
the premium data from the server 130 depending on the 
outcome of the lottery. Accordingly, even in cases where 
the conversion program 133 for the two-dimensional 
code 30 is not stored in the memory 1 04 of the mobile 
phone 100, the game system of the fifth embodiment 
enables the premium data to be obtained. Consequently, 



due to a capability for the pachi-slot gaming machine 1 A 
to provide a display of the two-dimensional code 30 need- 
ed for obtaining the premium, a game arcade has an 
ability of achieving improvement on effort to pull in more 

5 customers and a gaming machine manufacturer has a 
capability of providing a service with advantages on both 
sides of the game arcade and the gaming machine man- 
ufacturerlike a way such that players in the game arcade 
are enabled to have supports and attachments for the 

'0 pachi-slot gaming machine 1A provided. by the same 
gaming machine manufacturer. Also, another advantage 
exists with a capability of providing such a service without 
causing an increase in shop attendant's trouble. 
[0283] Further, aside from amusement with the medals 

'5 being merely got, the player can be afforded with new 
amusement, which is free from influences of regulation, 
wherein password data forthe game program is obtained 
as the premium, enabling the pachi-slot gaming machine 
1 A to have an enhanced popularity even in the presence 

20 of a drop in a speculation property of the pachi-slot gam- 
ing machine 1 A due to the occurrence of increased reg- 
ulation. Thus, it becomes possible to prevent premiums 
of the game arcade and the gaming machine manufac- 
turer from suffering adverse affects caused by variation 

25 in regulation on the pachi-slot garhing machine 1A. In 
addition, a capability of the player to get the password 
forthe game program as the premium data results in an 
ability for the game program manufacturer to raise pub-- 
licity forthe player of the pachi-slot gaming machine 1A. 

30 As a result, an advantage appears on the game program 
manufacturer in building up a novel clientele. On the other 
hand, forthe gaming machine manufacturer, due to prob- 
abilities of users.of.the game program are going to play 
games with the pachi-slot gaming machine 1 A with a \/lew 

35 -to further amusing themselves on the games, the gaming 
machine nhanufacturer is able to have an increased 
chance to build up a new clientele. 
[0284] Also, it is, of course, to be appreciated that the 
present invention is not limited to the embodiments set 

^0 forth above and various improvements and modifications 
may be possible without departing from the scope of the 
present invention. For instance, although with the em- 
bodiments, mentioned above, image dataforthe awaiting 
image, music data for Chal<u-Melo, and password data 

"s for the game have been employed as the premium data, 
premium data of the present invention is not limited to 
such examples. As the premium data, for instance, data, 
indicative of a fomnat to be filled in with personal infor- 
mation (such as, for instance, named, address, etc.) for 

50 application to a premium, may be transmitted to the mo- 
bile device. In such a case, filling in predetermined per- 
sonal information in the fonriat, described above, for 
transmission to the server enables the player to obtain 
the above-described premium via parcel delivery service, 

55 etc. By so doing, it becomes possible for a corporeal thing 
to be adopted as the premium. 
[0285] Furthemriore, while with the presently filed em- 
bodiment, the game program, to be executed by the gam- 
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ing device 150, is game program that enables a player 
to play agame upon simulation of a slot-gaming machine, 
such as the pachi-slot gaming machine 1 A, in the same 
way as that of an actual slot-gaming machine while the 
password 1 71 renders the slot-gaming machine, which 
is nomially inoperative, operative to function as a hidden 
model, the present invention is not limited to contents of 
the game program and password 171 specified above. 
For instance, the game program, by which the pachi-slot 
gaming machine 1A is simulated, may be configured in 
a way to provide an increase in the number of medals to 
be owned by the player orto provide a capability of using 
a function to vary moving speeds of the symbols, to be 
displayed over the game display section 152, of the 
pachi-slot gaming machine 1 A. 
[0286] While the presently filed embodiment has em- 
ployed the game program by which the slot-gaming ma- 
chine is simulated for play like the actual one, the game 
program has no need to simulate the slot-gaming ma- 
chine and may include various games such as a so-called 
role playing game, an action game and puzzle game or 
the like. In such a case, the password 171, available to 
be obtained from the two-dimensional code 30, may in- 
clude data of an item In which the game program is pro- 
gressed with an advantage given .to the player. For in- 
stance, the i-ole playing game and the action game or the 
like may be implemented in such a way in which strong 
weapons and protective guards or the like. Moreover, If 
the game program includes the puzzle game, the puzzle 
game may be structured in such a way to enable the use 
of a function to be altered in a further increased difficulty 
level or to enable the use of a hint function in an opposite 
way by which a hint Is provided for the cun-ent puzzle 
game. 

[0287] Additionally, in the present invention, bonus 
gamed such as a free game can be used as the special 
gaming state of a slot machine. 

[0288] As set forth above, while the embodiments of 
"the presents nvenli6nRa\^ 

that the embodiments described are meant to be illustra- 
tive of the concrete examples only and not limiting to the 
scope of the present invention and concrete structures 
of various devices may be possible to be appropriately 
modified in design. Further, the advantages effects de- 
scribed with reference to the embodiments of the present 
invention are considered to be merely illustrative of the 
most favorable effects resulting from the present inven- 
tion and the advantageous effects of the present inven- 
tion are not limited to those described with reference to 
the embodiments of the present invention. 
[0289] Although, the embodiments above are de- 
scribed with the gaming machines being used In Japan, 
the present invention can be appliedto a gaming machine 
used in various countries such as slot machines. Mean- 
while, in the gaming machine for used in various countries 
does not include the stop buttons 1 1 L, 1 1 C, 1 1 R, where- 
as the reels 3L, 3C, 3R of the gaming machine for used 
in various countries are automatically stopped after pre- 



determined time period elapsed. 
[0290] Further, according to the present invention, it is 
possible to combine above described various embodi- 
ments. 

5 [0291] According to the embodiments above, it is pos- 
sible to show the various game-related infomriation or the 
key infonnation depending on the player's play condition. 
By this configuration, the code infonnation, which Is cod- 
ed based on various game-related infonnation, can be 

'0 provided to the player, whereby it is possible to provide 
the gaming machine have new high-interest on a game 
program. And, by this feature, the game arcade has a 
merit that the ability of pulling in more customers can be 
improved, and the gaming machine manufacture has a 

'5 merit that supports for the gaming machine of the man- 
ufacture can be increased. 

[0292] Since the player obtains the game-related in- 
formation that is needed to execute the game program 
under a special mode, whereby the player can feel su- 

20 perior for the other player who has no game-related in- 
formation. Furthennore, by providing the various 
game-related infonnation to the player, the player can 
enjoy the game program more. Meanwhile, since the 
gaming machine manufacture, which performs as a 

25 game-related infonnation provider, can directly contact 
with the player without through the game arcade, it is 
possible to render the playerto feel kinship with the man- 
ufactures. 

[0293]. Additionally, since the game program can be 
30 changed its mode based on the various game-related 
Information that is generated based on the cod informa- 
tion, various players can enjoy various mode of the game 
program by using his game-related infonnation respec- 
tively. . 

35 [0294] The entire content of Japanese Patent Applica- 
tion Nos. P2004-250244 with a filing data of August 30, 
2004 and P2004-265200 with a filing date of September 
13, 2004 are herein incorporated by reference. 
"10295]' AitTiougfTlTie ihventibh has beeri~ described 

■^o above by reference to certain embodiments of the 
present invention, the invention is not limited to the em- 
bodiments described above and modifications will occur 
to those skilled in the art, in light of the teachings. The 
scope of the invention is defined with reference to the 

'*5 following claims. 



Claims 

50 1. A gaming machine comprising: 

a display means (31); 
a lottery means (41); 

a gaming state varying means (41) varying a 
55 gaming state of the gaming machine depending 

on a lottery outcome resulting from the lottery 
means; 

a code information display means (24) display- 
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ing code information (30) depending on ttie gam- 
ing state so that an external image capture 
means (101) captures the code information; and 
a code information readout means (25) reading 
out the code information. 

2. A gaming machine comprising: 

a plurality of reels (3L, 3C, 3R) having peripher- 
ies provided with symbols (S), respectively; 
a variable display start means (1 0) starting var- 
iable displays of the reels; 
a variable display stop means (1 1 L, 1 1 C, 11 R) 
stopping the variable displays of the reels; 
a game control means (41) operative such that 
in a case wherein a combination of the symbols 
of the reels at stops of the reels is established 
in a predetermined combination, a premium is 
afforded to a player in accordance with the com- 
bination; 

a code information display means (24) display- 
ing code information (30) which is generated 
based on coded information related to a game 
executed by the player; and 
a code infonnation readout means (25) reading 
out the code infonnation owned by the player. 

3. A method for controlling a gaming machine (1) hav- 
ing a display means (31), a lottery means (41) and 
a gaming state varying means (41 ) varying a gaming 
state of the gaming machine depending on a lottery 
outcome resulting from the lottery means, compris- 
ing the steps of: 

displaying code information (30), which is able 
to capture by an external image capture means 
(101), over a code information display means 
(24), fomned on the display means of the gaming 
machine, depending on the gaming state; and 
~ "Teading bufthe code information by a code in- 
fonnation readout means (25) provided on the 
gaming machine. 

4. A game system comprising: 

a gaming machine (1) having a display means 
(31 ); a lottery means (41 ); a gaming state vary- 
ing means (41) varying a gaming state of the 
gaming machine depending on a lottery out- 
come resulting from the lottery means; a code 
infonnation display means (24) displaying code 
infonnation (30) depending on the gaming state 
so that an external image capture means (101) 
captures the code infonnation; and a code infor- 
mation readoutmeans (25) reading outthecode 
infonnation; 

a mobile device (100) including an image cap- 
ture means (25) captures the code information 



displayed over the code infonnation display 
means of the gaming machine, a transmitter 
(118) transmitting the code information, which 
is captured with the image capture means, to a 

5 server (130), a receiver (118) receiving data, 

which is generated based on the code infonna- 
tion, from theserver, and a display means (1 05) 
operative to display the data resulting from the 
code infonnation, received from the receiver, 

10 . and the code information captured by the image 

capture means; and 

the server (130) including a receiver (131) re- 
ceiving the code information from the mobile de- 
vice, a code information conversion means 

'S (133) analyzing and converting the code infor- 

mation transmitted from the mobile device, and 
a transmitter (131) transmitting the data, result- 
ing from the code information converted with the 
code infonnation conversion means, to the mo- 

20 bile device. 

5. A game system comprising: 

a gaming machine (1) having a plurality of reels 

25 (3L, 3C, 3R) having peripheries provided with 

symbols (S), respectively; a variable display 
start means (1 0) starting variable displays of the 
reels; a variable display stop means (11 L, 1 1C, 
1 1 R) stopping the variable displays of the reels; 

30 a game control means (41) operative such that 

in a case wherein a combination of the symbols 
of the reels at stops of the reels is established 
in a predetermined combination, a premium is 
afforded to a playerin accordance with the com- 

3S bination; a code infonnation display means (24) 

displaying code infonnation (30) which is gen- 
erated based on coded information related to a 
game executed by the player; and a code infor- 
mation readout means (25) reading outthe code 

40 "" [nformation owned by the player; 

a mobile device (100) including an image cap- 
ture means (25) captures the code infonnation 
displayed over the code infonnation display 
means of the gaming machine, a transmitter 

^5 (118) transmitting the code information, which 

is captured with the image capture means, to a 
server (130), a receiver (118) receiving data, 
which is generated based on the code informa- 
tion, from theserver, and a display means (1 05) 

so operative to display the data resulting from the 

code information, received from the receiver, 
and the code information captured by the image 
capture means; and 

the server (130) including a receiver (131) re- 
ss ceivingthe code infonnation from the mobile de- 

vice, a code information conversion means 
(133) analyzing and converting the code infor- 
mation transmitted from the mobile device, and 
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a transmitter (131) transmitting tlie data, result- 
ingf rom the code infomiation converted witin tine 
code Information conversion means, to the mo- 
bile device. 

5 

6. A server comprising: 

a receiver (131) receiving code information (30), 
displayed over a code infonnation display 
means (24) of a gaming machine which includes 'o 
a display means (31); a lottery means (41); a 
gaming state varying means (41 ) varying a gam- 
ing state of the gaming machine depending on 
a lottery outcome resulting from the lottery 
means; the code information display means (24) 'S 
displaying code information (30) depending on 
the gaming state so that an external image cap- 
ture means (101) captures the code information; 
and a code information readout means (25) 
reading out the code infonnation, from a mobile 20 
device (100); 

a code information conversion means (133) an- 
alyzing and converting the code information 
transmitted from the mobile device; and 
a transmitter (131) transmitting data, resulting 25 
from the code infonnation converted with the 
code information conversion means, to the mo- 
bile device. 

7, A server comprising: 30 

a receiver (131) receiving code infonnation (30), 
displayed over a code information display 
means (24) of a gaming machine (1 ) which in- 
cludes a plurality of reels (3L, 3C, 3R) having 35 
peripheries provided with symbols (S), respec- 
tively; a variable display start means (10) start- 
ing variable displays of the reels; a variable dis- 

" " play stojs means (1 1 L, 1 1 C, 1 1 R) stopping the 

variable displays of the reels; a game control 10 
means (41 ) operative such that in a case where- 
in a combination of the symbols of the reels at 
stops of the reels is established in a predeter- 
mined combination, a premium is afforded to a 
player in accordance with the combination; the is 
code information display means displaying code 
infonnation (30) which is generated based on 
coded information related to a game executed 
by the player; and a code information readout 
means (25) reading out the code information so 
owned by the player, from a mobile device (1 00); 
a code information conversion means (133) an- 
alyzing and converting the code information 
transmitted from the mobile device; and 
a transmitter (131) transmitting data, resulting ss 
from the code infonnation converted with the 
code information conversion means, to the mo- 
bile device. 



8. A mobile device comprising: 

an image capture means (101) capturing code 
infonnation including data related to a game dis- 
played over a code information display means 
(24) of a gaming machine which includes a dis- 
play means (31 ); a lottery means (41 ); a gaming 
state varying means (41 ) varying a gaming state 
of the gaming machine depending on a lottery 
outcome resulting from the lottery means; the 
code information display means (24) displaying 
code information (30) depending on the gaming 
state so that the image capture means (101) 
captures the code information; and a code infor- 
mation readout means (25) reading out the code 
infonnation; 

a transmitter (102) transmitting the code infor- 
mation, captured with the image capture means, 
to a server (130); 

a receiver (102) receiving data, resulting from 
encoding the code information and related to the 
game, from the server; and 
a display means (105) operative to display the 
code information, captured with the image cap- 
ture means, and the data, received with the re- 
ceiver, and related to the game. 

9. A mobile device comprising: 

an image capture means (101) capturing code 
infonnation including data related to a game dis- 
played over a code information display means 

(24) of a gaming machine which includes a plu- 
rality of reels (3L, 3C, 3R) having peripheries 
provided with symbols (S), respectively; a vari- 
able display start means (10) starting variable 
displays of the reels; a variable display stop 
means (1 1 L, 1 1 C, 11 R) stopping the variable 
displays of the reels; a game control means (41) 
operative such that in a case wherein a combi- 
nation of the symbols of the reels at stops of the 
reels is established in a predetennined combi- 
nation, a premium is afforded to a player in ac- 
cordance with the combination; the code infor- 
mation display means displaying code infonna- 
tion (30) which is generated based on coded in- 
formation related to a game executed by the 
player; and a code infonnation readout means 

(25) reading out the code information owned by 
the player; 

a transmitter (102) transmitting the code infor- 
mation, captured with the image capture means, 
to a server (130); 

a receiver (1 02) receiving data, resulting from 
encoding the code information and relatedtothe 
game, from the sen/er; and 
a display means (105) operative to display the 
code information, captured with the image cap- 
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ture means, and the data, received with the re- 
ceiver, and related to the game. 

10. A gaming machine (1A) operative to be used in a 
game system having a gaming device (150) which s 
Includes an Interface (163) through which game-re- 
lated infomnation is inputted from an outside and ex- 
ecutes a game based on a game program depending 

on the game-related infomnation inputted via the in- 
terface, and the gaming machine, the gaming ma- 
chine comprising: 

a display means (31); 
a lottery means (41); 

a gaming state varying means (41) varying a 
gaming state depending on a lottery outcome 
resulting from the lottery means, wherein 
the display means further includes a code infor- 
mation display means (24) displaying code in- 
formation (30), function as the game-related in- 
formation or key information for obtaining the 
game-related infonnation, which is readable 
with an external image capture means (1 01) de- 
pending on the gaming state varied by the gam- 
ing state varying means. 

11. A game system comprising: 

a gaming machine (1 A) which includes a display 
means (31 ); a lotterymeans (41); a gaming state 
varying means (41 ) varying a gaming state de- 
pending on a lottery outcome resulting from the 
lottery means; a code Infomnation display means 
(24) displaying code Infomnation (30), function 
as the game-related infonnation or key informa- 
tion for obtaining the game-related information, 
which is readable with an externalimage capture 
means (101) depending on the gaming state var- 
ied by the gaming state varying means; 
a mobile device'(1 00) including an image cap- 
ture means (1 01 ) captures the code information 
displayed over the code information display 
means, a code infonnation conversion means 
(133) analyzing and converting the code infor- 
mation capture with the image capture means, 
a transmitter (102) transmitting infonnation, re- 
sulting from the code conversion means, to a 
server (1 30), a receiver (1 02) receiving the gam- 
ing-related information or l<ey information for ob- 
taining the game-related infonnation, resulting 
from encoding the infonnation, from the server, 
and a display means (105) operative to display 
the code information, captured with the image 
capture means, and the the gaming-related in- 
fomnation or l<ey information for obtaining the 
game-related infonnation resulting from encod- 
ing the code infonnation received with the re- 
ceiver; 



the server (130) including a receiver (131) re- 
ceiving the information, resulting from the code 
conversion means, from the mobile device, and 
a transmitter (1 31 ) transmitting the game-relat- 
ed infonnation or key infonnation for obtaining 
the game-related infomnation, to the mobile de- 
vice depending on the infonnation received with 
the receiver; and 

a gaming device (150), including an interface 
(163) available to input the game-related infor- 
mation or the key infonnation for obtaining the 
game-related Information from an outside, 
which is configured to execute a game based 
on a game program depending on the game-re- 

• lated infonnation orthe key Information inputted 
via the interface. 

12. A game program operative to be executed by a game 
machine (150)tobe used in a game system including 
the game machine being executed based on 
game-related information or key information, a gam- 
ing machine (1) with a code infonnation display 
means (24) displaying code information (30), a mo- 
bile device (100) and a server (130), comprising the 
steps of: 

inputting the game-related infonnation or the 
key information which is generated based on the 
code information displayed over the code infor- 

• mation display means of the gaming machine; 
and 

varying a gaming state based on the game-re- 
lated infomnation or the key infonnation for ob- 
taining the game-related information which are 
inputted. 
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